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",..Pevolutionary game design, 
it may indeed knock fighting 
fans into another universe 
of apocalyptic action." 

— Strategy Plus 


“ы 
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By far, the largest, most detailed foes ever 

seen in a fighting game on the PC. Exotic charcters up to 
3/4 of the screen's height. Far better than Mortal 

Kombat, Street Fighter, One Must Fall, Ressurection, 


and every other fighting game. 


Customize your matches with several different 
options, including fighter quickness, auto-blocking 
off/on, special moves toggle, and а dozen more. 


Spine tingling music by Bobby Prince, 
(famous for Duke Nukem 3D and DOOM) 
with heart stopping sound and voice effects. 


Innovative screen pann 
real-time scaling, shadows 
like those only seen in 


Developed by ARGO Games. Published I 
Distributed by:FormGen, Inc. Al 
All. other trademarks are the property 0 


Tas 


ng, zooming, 
and special FX, 
the arcade. 


у Apogee Software, Ltd. 
rigħts reserved. 
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their respective owners. 


If you аге looking for something new and 
innovative in fighting games, you found it. 
Special never-before-seen moves, concussion 
causing combos, resurrections, & humiliations. 


Rip your friends apart with 2-player head-to-head 

action at the same computer. Even though one 

player games аге awesome, nothing is more fun 
than pounding on a friend. 


= 1 ще 


Eight blood thirsty characters, 
two bone crushing champions and a nasty 
- surprise that you will never be able to forget. 


"WEM 


The battle doesn’t begin until I say it begins. 
It's my game and I control the course of conflict. 
If you want to play then you better get serious. 


This ain t no lily-livered, 
thumb sucking mama's boy game. Nuh-uh. 


This is war. Messy and mean. 
Somebody s going to get hurt 


and it ain t gonna be me. 


[ve got you in my sights 
and you look like a sucker. 


A puny little Cybrid sucker. 


pes on FORCE 


”EARLY CONTENDER FOR BEST STRATEGY GAME OF 1996.” - STRATEGY PLUS MAGAZINE 
Introducing the strategy war game from the EarthSiege" universe. 
See your software dealer, call 1-800-757-7707, or check out http://www.sierra.com. 


e Бекер Rage ©1996 Sierra On-Line Inc. and/or TM designate trademarks of ог licensed to Sierra On-Line, Inc.All rights reserved. 


As you may have noticed, PC Entertainment has become PC Games. 


What does that mean for you? Well, it means more of the great game reviews, 
gaming features, and game news you expected from PC Entertainment, plus even 
Å more focused game coverage. 

We're devoting the entire book to our true passion: computer games. All our news 
coverage will now concern games, and we'll use extra space in our game reviews 
section to tell you more about the big ones. Knowing that you don't just want help 

deciding which games to buy, but also with how to do better at those you own, 
we've added a Strategy & Tactics section (beginning on page 94). This month, you'll find hints 
for Wing Commander IV and Ripper, plus cheats for TekWar, Road Warrior, and more. 

‘And because we know that your computer is a key part of your gaming experience, we've 
expanded our popular Tech Shop section. You'll find reviews of the latest hardware, understand- 
able explanations of key technologies, comparisons of competitive products, and helpful answers 
to your gaming technology questions. 

To make this information more accessible, we've also changed the look of the magazine, with big- 
ger, bolder graphics designed to reflect the excitement of the games we cover. 

But the changes don't just apply to the print product. We're also giving the PC Games CD-ROM 
a renewed focus on game demos for PC users, plus making other improvements over the next few 
months. The disc comes bundled with newsstand copies, and subscribers can order it, too. (If you're 
a subscriber who's not getting the disc, it's time to upgrade your subscription. Check the box below 
to learn how.) And our Web site (http://www.pcgamesmag.com) is focusing exclusively on games, too. 

Even better, all three elements are now integrated much more closely than before. On page 10, 
for example, you'll find a listing of the great.demos found on our disc, instructions on how to use 
it, and a spotlight on Terra Nova, our June Demo of the Month. Similarly, turn to page 12 for a 
preview of our Web site, complete with highlights of our up-to-the-minute game coverage, cool 


links, and game review archive. & the Demo 
But that's not all. Throughout the magazine you'll find a couple of key symbols. on the disc : 
The gold disc indicates that you'll find a related demo on our CD-ROM, while PE MORE Online 


the globe symbol means that you can find more information on our Web site. ТЫЙ tsihurugepemesmeg com 
We're sure you'll like what you find. But we also want to hear what you have to say. So we've added 

a Talk Back page (page 112). It's your chance to help us come up with a new name for our CD-ROM, 

and tell us what you think of our new look and new focus. And you could win a free game and a free 

subscription to PC Garnes just for trying. 


To upgrade your 


(95 Tab ole ius Ano, (ОБА MN subscription to include the 


monthly PC Games CD-ROM, 
Gini Talmadge Fredric Paul packed with demos of the 
President/Publisher Editor in Chief latest and greatest games, call 


800-688-4575. 
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Show Stoppers! 
By Christine Grech 


Welcome to the Electronic 
me E, Entertainment Expo—the place 
E3, page 37. to be if you love computer games. 
PC Games gives you a behind-the- 
scenes pass and a sneak peek at 
more than 50 hot new games. 


Games Get 


Connected 
By Jeffrey Goldsmith 


Run locally; kill globally. As new 
network-based gaming services gear 
up, you can play Duke, Doom, and 
other action hits against real players 
across the country. You'll never have 
to kill a dumb monster again! 


Guided Tour: 
Diablo 


By Steve Klett 


Blizzard Entertainment's 

new role-playing game is one hell 
of a good time. Its stunning graphics, 
real-time combat, and myriad mon- 
sters breathe new life into a tired 
genre. Our Guided Tour will introduce 
you to Diablo's demonic cast and lead 
you on some of its devilish miniquests. 


You'll have a hell _ 
of a good time in 
Blizzard’s Diablo, — 
page 54. 
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58 Noir 
60 RAMA 
62 Crusader: No Regret 


Game of the Month 


Zork Nemesis 


Action 


Descent II 
Batman Forever 


Action/Adventure 
70 суБегіа? 


Adventure 


72 D 

74. Star Trek: Deep Space Nine 
76 Star Trek: Klingon 

77 CHAOS, SFPD Homicide 


Game Shorts 
78 Dinotopia, Return Fire 


Fly & Drive 

EarthSiege 2 

Silent Thunder: A-10 Tank Killer 2 
Whiplash 


Simulation 


84 Silent Hunter 
86 Fast Attack 


Sports 
88 virtual Snooker 


Strategy 


90 Civilization II 
92 Fantasy General 
ӘЗ The Complete Carriers At War 


Strate 
& Tactics 


94 Ripper 

96 Wing Commander IV 

98 Cheats: Descent II, TekWar, 
Whiplash, and more! 
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Welcome to PC Games! 
Editor’s Note: Fredric Paul 
PC Games on Disc 

PC Games Online 
Letters 


Game News 


7th Level grows up, what Microsoft's new 
3-D and Internet standards mean for 
gamers, Star Talk with the head Klingon, and 
a sneak peek at force-feedback joysticks. 


Leader Board 
Meet the best-sellers—and the best of the rest. 


The Player: Steve Klett 
Game developers seem afraid to be original. 


Wirehead: Donald St. John 
Can the Net keep up with online action? 


Multimaniac: Christine Grech 
Playing the upgrade game. 


MacAttack: Peter Olafson 
The good and bad of Mac gaming. 


Talk Back 


Help us name our CD-ROM—and win. 


Tech Shop 


100 


102 


104 


106 


Plug & Play: Sound and Fury 
Is Windows 95’s Plug & Play true to its 
name? We test four PnP sound cards 
to find out. 


DVD: The Next CD-ROM 
The Digital Versatile Disc looks like a reg- 
ular CD but holds over 25 times more 
data. Here's what to expect from the next 
generation of CD-ROM drives and games. 


Hardware Spotlight 


Reviews of the VFX1 Virtual Reality 
System, Throttle Pro, and Sony's Game 
Phones. Plus: Hardware Hall of Fame. 


S.O.S.: Patrick Marshall 


Honest answers to your toughest 
technical questions. 


FROM THE MAKERS OF 


7 
N 
h 


Œ JOIN FORCES WITH OTHER ADVENTURERS 
THROUGH MULTIPLAYER SUPPORT 


Fs PLAY DIRECTLY OVER INTERNET 


ІН AN EVER CHANGING GOTHIC WORLD 
BROUGHT TO LIFE IN SVGA 


Ж EXCLUSIVELY FOR WIN 95 


you dare upon a dark and sinister 
pths of hell itself...and beyond. 


OF THE YEAR COMES SOMETHING EVEN Hotter! 


All rights reserved. 
(01996 Blizzard Entertainment. 


Editor's Pag 


Fredric Paul 


Turn, Turn, Turn 


Eee old is new again." That's true a lot in life, and it's especially true for 
the product you hold in your hands. 

A little less than three years ago, I joined the staff of a small magazine called PC 
Games. Our goal was to change the magazine into something new: a multiplatform 
games and multimedia magazine called Electronic Entertainment. 

Е?, as it was called, was a much bigger, splashier book that looked forward to 
a brave new world of 500-channel interactive TV, set-top boxes in every home, and 
a thriving multimedia entertainment industry. 

But we never lost sight of our primary mission—covering computer games. PC 
games always remained our first love. And that's why we couldn't be happier about 
how things have turned out: The PC has won out over the set-top boxes and game 
consoles, the Internet has supplanted interactive TV as the buzzword of the mo- 
ment, and games continue to be the dominant form of computer entertainment. 

We know that PC games are what you're interested in, and it's what we're in- 
terested іп, too. That's why this issue marks the return of the PC Games name. 
Sometimes you just can't improve on the original. (Sharp-eyed readers may have 
noticed our transitional moniker, PC Entertainment, on the last five issues.) Our 
new/old name makes it perfectly clear—once and for all—what we're about. 

By reclaiming our original name and purpose, we're also revitalizing our cover- 
age. As we return to our roots, you'll see a new look, a new energy, and a new en- 
thusiasm in our pages. And there'll be nothing but games, games, games. We'll be 
devoting all our attention to bringing you the best and most comprehensive game 
coverage possible. We'll have the most reviews of new games, the most insightful 
game news, the most helpful tips and strategies, and the most important gaming 
hardware stories. 

What won't change is our commitment to giving experts all the information they 
demand, while also welcoming newcomers into the fold. Nor will we waver in our 
commitment to great writing and the highest professional standards. 

We're excited about the changes, and we hope you are, too. 


How We Rate 
C Games uses a letter-grade system to rate games. Everyone who's gone to | 
school knows what our grades mean without resorting to an in-depth ex- 
planation or clever chart. An A+ is the best score possible and an F is a complete 
bust To give you a better feel for the overall quality of a title, we rate each game 
in five key areas. 


How good are the game's interface and control scheme, and 
how much fun it is to play? 
How much reading, studying and hardware-tweaking are 
required before you can start to have fun? (The less the better.) 
How advanced and attractive are the game’s visual elements, and 
how well do they match the game? 
How good are the game’s sound effects and musical score, 
and how well do they fit the game? 
Taking everything into account, how strongly do we recom- 
mend the game for purchase? 
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Demo of the Month 
Terra Nova (Looking Glass Technologies, DOS) 


Action Games 

Descent II (Interplay, Win 95) 

Descent Lunar Based (MacPlay, Mac) 

Duke Nukem 30 (Apogee/FormGen, 005) 
Month Johnny Bazookatone (U.S. Gold, DOS) 

5 : Я Rise 2 (Acclaim/Mirage Technologies, 105) 

Thexder (Sierra, Win 85) 


Е 


Action/Adventure Games 
$.T.0.R.M. (American Softworks, DOS) 


Adventure Games 
I Have No Mouth and I Must Scream (Cyberdreams, Win) 
Nemesis: A Wizardry Adventure (Sir-Tech Software, 105) 
Orion Burger (Sanctuary Woods, DOS) 


Brain Drain Games 
The Real Deal (Mindscape, Win 95) 


Fly & Drive Games 
Virtual Karts (MicroProse, Win) 
Whiplash (Interplay, Win) 


S on Games 
Savage (Discovery, Win/Win 95/Mac) 


u 


Terra Nova: orce Centauri 


Looking Gla ologies, DOS Strategy | 
9 _ ges Chaos Overlords (New World Computing, Win 95) 
With 17 great demos on the Jui as tough selecting our inaugural Warcraft 11 (Blizzard Entertainment, Win 95) 


Demo of the Month. But with contenders like Descent ІІ, Duke Nukem 3D, 


Terra Nova, and Warcraft Il, we knew we couldn't go wrong. 

We picked Looking Glass’ Terra Nova for a couple of reasons. First, it's a 
great game. We just love jumping around a landscape mixing fast-paced, first- 
person shooting action, a great story, and the strategic challenge of controlling 
a squad and juggling mission objectives. d 

But Terra Nova is Demo of the Month because it's also a great demo. Есе an EMR DUKE directory 
Instead of offering a subset of the commercial version of the game, this 388MB 2. Copy the contents of D:\dunuk3d\duke3d 
DOS-based demo includes three increasingly difficult brand-new missions (where D: is your CD-ROM drive) to the 
on planet New Hope. To survive these day and night scenarios, you'll need DUKE directory . 
to keep moving, use all four weapons (the laser, multipulsar, grenades, and 3. Type “setup” from the DUKE directory. 
smoke bombs), and involve your squadmates. (Hint: Blow up the Alert Lights The I Have No Mouth and I Must Scream 
in Mission 2 for cool lighting effects.) 

The Terra Nova demo makes a terrific introduction to a hot game, and of- 
fers extra fun for those who already have the commercial version. Give it a try. The Warcraft II directory is spelled “Blizard”. 


Getting Around 


Click on the PC Games icon to load the CD-ROM. The Welcome screen lists each game 
demo and what platform it runs on. Click on the disclaimer button to read all the legal 
mumbo jumbo. 

Click anywhere else on the Welcome screen to bring up the Main screen. You can explore 
any of the 17 Hot Demos by clicking on the picture of the game you want to try, or click the 
yellow arrows on the left and right sides of the demo screen to scroll through your choices. 

Each game icon brings up a description of the game and a list of the minimum system re- 
quirements. On some demos (mostly in Windows and Windows 95), you can simply click the 
Play button to begin playing the game. On others, click the Install button to put the game on 
your hard drive. In some cases, you'll have to go to DOS to complete the installation. 

You can also navigate through the demos using the buttons on the gray task bar on the left 


Alert! 


To Install Duke Nukem 3D: 


demo does not work. See the August issue. 


Q 


Descent i “Descent 


Ve de ue ш ш ш шш ш а ш ш side of the screen. The task bar offers access to the other parts of the disc as well, including a 
" special subscription offer; Express Yourself, a comments area; America Online; and the Buy- 
er's Hotline, a listing of toll-free numbers for getting more information about your favorite games. 
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Admittedly, without SimulEyes VR, 
PC gaming only requires 


half the equipment. 


Is it you, or is your gaming missing something? If you're not playing 
with a pair of SimulEyes VR stereo-vision 3D glasses, you're missing 
plenty. Like true stereoscopic depth perception, stunning realism and, of 
course, that wicked adrenaline buzz you play for in the first place. 

SimulEyes VR delivers it all in a pair of electronic glasses that install 
in seconds and transform your DOS or Windows" multimedia PC into a 
wildly realistic environment for compatible 3D. games. Made by 
StereoGraphics", SimulEyes VR are lighter and more comfortable than 
head mounted displays, support multiple simultaneous users and run as 
fast as your graphics system can go. And all for the amazingly affordable 


DES 


price of just $179, including Interplay's" best-selling Descent™: 
Destination Saturn and two other games. 
Take advantage of all the equipment you were born with. There's 


only one way to get the kind of sweaty palmed, dry mouth, wide eyed 


excitement you crave. SimulEyes VR. This you gotta see!” 


Order your pair for just $179, or get the name of 


the retailer nearest you by calling 1-800-SIM-EYES. 


http://www.stereographics.com 


SI MULEYES 


Descent ond Interplay ore trademarks of Interplay, Inc. StereoGrophics is a registered trademark ond SimulEyes is о trademark of the StereoGraphics Corporation. All other trademarks ore the property of their respective owners. ©1996 StereoGraphics Corporation. 


| P Online 


X 
G A M ES | # an interactive world, and PC Games is right there on- 

line to bring you everything you want to know about games: 
what's new; what's hot; where to find the best cheats, hints, and tips; and how 
to get the best shareware downloads! You'll never have to go anywhere else 
for gaming information. Just point your browser to http://www.pcgames 
mag.com for the most up-to-date info, including: 


W News on upcoming game releases 

W Tips, cheats, and strategy hints from the PC Games staff 
W Links to the best gaming resources on the Internet 

m The most complete set of game reviews online 

And much more! 


Netscape: PC Games Online: Мау 16, 199! 
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Gaming Links This Month 


Highlights of the Month 


E3 Show Daily Coverage 

The entire PC Games staff will be blanketing the Electronic Entertainment 
Expo in Los Angeles. Our parent company, Infotainment World, is co- 
sponsoring the show, and PC Games will bring you the show's hottest 
news the second we get it! Look for the scoop on the hottest games for 
the Christmas season, developer tips, celebrity interviews, and lots more. 


Diablo: The Expanded Guided Tour 


Blizzard's Warcraft II redefined real-time strategy games, and its new Diablo 
promises to do the same for RPGs. If our Guided Tour on page 54 whets 
your interest for a more in-depth trip to Hell, check out the expanded Tour 
on the Web. The online edition of PC Games' Guided Tour includes more 
pictures, more descriptions, and more game info. It's more Diablo doings 
than you'll find anywhere else. 


Gowron Speaks: The Uncut Star Talk 
Robert O'Reilly has played Gowron, leader of the Klingon High Council, in Star 
Tiek: The Next Generation, Star Trek: Deep Space Nine, and now in Simon & 
Schuster's unique new game/holodeck simulation Star Trek: Klingon. If you 
want to see the rest of our exclusive interview with the classically trained actor 
and budding cyberstar, tune into our expanded Star Talk online. 
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Letters 


Question of the Month: Sex and Violence? 


Computer games have always had a penchant for bombs and bullets, but more and more of them are throwing sex 
into the mix. PC Games wants to know: Do you think sex and violence have a place in computer games? Let us know 
how you feel by writing to us at Letters to the Editor, PC Games, 951 Mariners Island Blvd., Suite 700, San Mateo, CA 


94404; faxing us at 415-349-7482, or e-mailing us at pcgamesletters@iftw.com. 


Not Psychic 

I recently purchased my first copy of PC 
Entertainment with the CD-ROM included. 
Ilooked through your magazine and couldn't 
find any information describing the demos 
on the CD or instructions on how to install 
or run them. I also found the CD's directories 
a bit haphazard, with no obvious disc setup 
routine for running each of the programs. 
So whats the deal? Did I miss something 
somewhere? 

D. Fontaine 

drfQcitynet.net 


We hear you. Look on page 10 for informa- 
tion on how to install and use the monthly PC 
Games CD-ROM. —Ed. 


Great Adventures 

I've said it before and ГЇЇ say it again—great 
job on the magazine. Your reviews help me a 
lot with buying new games. I finished Myst 
and Buried in Time about a month ago and 
am in the market for a new adventure game. 
I've been checking out The Riddle of Master 
Lu and Bad Mojo, but I can't decide what to 
buy. Which do you recommend? And could 
you suggest other adventure games for a very 
experienced adventurer? 

Lee Wasser 

Little Silver, NJ 


Tough choice! Bad Mojo and The Riddle of 
Master Lu are both excellent games. Since 
you tout your experience, we recommend 
Master Lu, as it is significantly more chal- 
lenging. If you can, though, get “ет both— 
you won't be disappointed. You should also 
check out Zork Nemesis, which just became 
available (see review, page 64). —Ed. 


Is It Bad? 

I've recently been arguing with my dad about 
whether or not it hurts to leave a CD-ROM 
in the PC overnight when the machine’s 


turned off. Could you please settle the prob- 
lem for us? Also, why don’t I get the PC 
Games demo discs with the magazine when 
it says in the contents page that I should have 
received one? 

Jim Grafmeyer 

North Royalton, OH 


Don't worry about leaving a CD-ROM in the 
drive with the computer off; it won't hurt any- 
thing. And if you want to upgrade your sub- 
scription to include the CD-ROM, call 800- 
688-4575. —Ed. 


Ratings 

Your magazine is great, but I don’t like your 
Leader Board ratings for Mac games. 
In your March issue, you put Doom II in 
second place. And I think that Marathon 2: 
Durandal should be in first place. Myst is 
an old game and even us Mac users get 
tired of Doom. 

Guy Williams 

Guy Williams @sfbayguardian.com 


Leader Board (see page 26) is a list of best- 
selling games compiled by research firm PC 
Data, not our own opinions. This month, 
however, we add а selection of games—not 
necessarily best sellers—recommended by the 
editors of PC Games. —Ed. 


Bye-Bye DOS 

Last year I purchased a new Pentium that 
was one of the first to include Windows 95. 
As a Windows 3.1 user for years, I was com- 
pletely blown away by Windows 95. It’s so 
easy to use, and best of all, the games it runs 
are very easy to install. Of the 30 or so games 
I own, The Hive and The 11th Hour have 
given me the least hassle. My question to you 
is, Should I abandon DOS games for appar- 
ently hassle-free Windows 95 titles? 

Ronald Jordan 

pacotoo@ix.netcom.com 
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Let the games decide. Some great new 
games, such as Terra Nova, are still DOS- 
only, so if you abandon DOS titles alto- 
gether, you'll miss out on some fun. 
However, if you really want to go with 
Win 95 and are patient, you'll discover 
that most new DOS games will be fol- 
lowed by Win 95 versions, the way New 
World Computing' Heroes of Might & 
Magic was. —Ed. 


MicroDoom? 

In *Judgment Day for Windows 95" (PC 
Entertainment, January 1996, page 49) you 
show a picture of a Bill Gates kind of Doom. 
Is this а patch I can get, or did you just 
alter the photo? 


Michael Dillon 
mdillon@ix.netcom.com 


Actually, the folks at Microsoft thought it 
would be fun to make Bill the Doom guy, so 
they superimposed video of him over the 
game environment and showed the results at 
the party inaugurating Windows 95 as a 
game platform. They seem kind of embar- 
rassed about it now. —Ed. 


Whoops 

On our May 1996 CD-ROM we mislabeled 
a screenshot for Renegade: Return to Jacob’s 
Star; it should have been identified as 
Cyberia2. п 
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ANDERSON, 


I NEED А VOLUNTEER. 


THAT TANK UP THE 


ROAD? SOMEONE'S GOTTA 


TAKE IT OUT. 


I NEED SOMEONE I CAN 


COUNT ON. SOMEONE WHO'S 


MAN ENOUGH TO RUN 
THROUGH MACHINE-GUN FIRE 


TO GET THE JOB DONE. 


AND ANDERSON, 
THERE COULD BE A MEDAL 


IN IT FOR YA. 


Anderson, Chuck. Sergeant. Leads 2nd Platoon's Recon team. Probably gotta 


wife back home. Damn good soldier. You give him an order and he figures 


out the best way to get the job done. So what's he doing cowering behind 
that bombed-out farmhouse? 

Saving his own butt. 
That's what you should expect if you order him to do something crazy. In 


Close Combat everything reacts like 


it does on the battlefield, from 

the ripping canvas hiss of the German 

MG42 machine gun to the screams 

of the men it hits. Tt all goes down 

right in front of you. In real time. 
So there's no time to thumb through 

the manual. You work your mouse like 


Americans vs. Germans: 


ЕЪР а weapon. Point and click апа boom, 
gonna take? 
the shooting starts the second your 
men step off Omaha Beach and it don’t let up ’til they’ve 
taken Saint-L6. Troops, terrain, situations —if you want to get any 
more accurate, you'll have to shave your head. 
Wanna go head to head with other military geniuses? All you 
need is a TCP/IP connection. And guts. Маст: vs. Windows® 95: 
Which side you 


So look alive soldier; D-Day happens this July. gonna take? 


Which means you don’t have much time to kill. 


Micresoft 
WHERE DO YOU WANT TO GO TODAY?™ 


| Blizzard Entertainment has an- 
nounced an add-on disc for 
Warcraft Il: Tides of Darkness. | 
Warcraft Il: Beyond the Dark 
Portal brings the top-selling 
game (more than 500,000 sold) 
new Orc and Human cam- 
paigns, 24 new missions, and 
50 new custom maps, including 
Orcish swamplands. You also 
get new cinematics. The expan- 
Sion disc, which should be on 
store shelves now, does require 
a full version of the game. 

| (Blizzard Entertainment; 800: 

| 953-7669; DOS CD; $30) 


TH 


Berkeley Systems is readying 
a Question Pack for its hit 
trivia quiz game You Don't | 
Know Jack (winner of our | 
1995 Editors’ Choice Award | 
for Best Brain Drain Game). |. 
For $20, the new pack will add 
more than 400 new questions 
to the 800 in the original 
game. If you don't already have 
the original, pick up You Don't 
Know Jack X-tra Large, with 
all 1,200 questions, for $40. 
(Berkeley Systems; 800-344- | 
5541; Win/Mac CD) 


Hoops On Hold 

GTE Interactive's widely adver- 
tised NCAA Championship 
Basketball has been benched 
for awhile. It's now due in 
October, in time for the next col- 
lege season. According to 
sources, the problem was in the 
artificial intelligence intended to 
let players develop skills and ex- 
perience over their four years in 
school. 


| More Jack You Don't Know | 
| 
| 
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(th Level 
Grows Up 


erhaps reacting to the 
lukewarm response to its kiddie-style animated 
games (such as Battle Beast and Arcade America), 
7th Level’s next batch of titles will feature more sophis- 
ticated 3-D graphics designed to appeal to older players. 
Topping the list are and ‚а 
pair of very different mech games. G-NOME, 
picked up from Distant Thunder when the 3-D de- 
veloper was acquired by 7th Level last year, is a di- 
rect challenge то MechWarrior 2. According to 
Todd Porter 7th Level's vice president of 3-D 
games, *It makes more sense to re-engineer hits." 
G-NOME's concept may not be new, but innova- 
tions in the Win 95 game include the ability to jump 
out of your "bot and into another one and special 
portals that will introduce new "bots into the field. 
Look for G-NOME this fall. 
, meanwhile, puts the 'bots into a 
Command & Conquer-style real-time strategy game in 
which your goal is to colonize the Phygos star system. 
This Win 95 game will boast improved artificial intelli- 
gence and more strategy considerations, like mining four 
different substances and managing ammo, fuel, health, 
and experience factors. Dominion will ship this summer 
with four races (Humans, Scorps, Darkens, and 
Mercenaries), each equipped with 16 different vehicles, 
and the company plans to post new races on the Internet. 
If you liked Monty Python and the Holy Grail, 
you'll get your chance to play it in 


| games. 


| Dominion will bring giant 
| ‘hots to real-time strategy 


| Cold Blooded’s Finn is half- 
man, half-shark, and all 
! comic-book attitude. 


Remember this mad cow from 
Monty Python's Grail movie? 


. Practically the entire 
film is mixed into this twisted strategy/puzzle game, 
spiced with clever little arcade games such as Knights 
in Kombat, Catch the Cow, and Spank the Virgin. Win 
the games and solve the puzzles and you'll be treated 
to the King Brian the Wild scene cut from the original 
movie. The game, due in June, was co-produced by 
Pythoner Eric Idle and includes new voice bits by sev- 
eral members of the original gang. 

7th Level isn't abandoning its animated roots al- 
together. In addition to kids' games based on Ace 
Ventura: Pet Detective, check out К 
formerly known as Shark Boy. This upcoming game 
uses comic book-style animation mixed with rail 
shooting and top-down action. As Finn, a mutant 
half-man, half-shark, you'll try to save the universe 
from a battle between two gods. Amid a crunch- 
metal soundtrack and broad humor, players can con- 
centrate on solving puzzles or blasting bad guys. 
Either way, there's time to rescue a blonde in a tight 
blue dress. This Windows game is due in August. 
(7th Level; 800-884-8863) —Fredric Paul 


'95 


«$30,000 ЕА 
12% 


Households earning less than 
$30,000 that own PCs, 


Home Computer Market Growth 
эе | 


от mos ээ | 
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DirectPlay 


Service Provider 
(Network backbone + driver) 
Modem, LAN 
Private on-line service 
Intemet 


aa 
Gamers PC 


DirectPlay™ Internet Gaming Architecture 


Lobby Server 


NT and the Macintosh 
by the end of the year. 
Of course, Direct3D 
is only a baseline stan- 
dard. While everything 
will have to support 
Direct3D, you can also 
expect each 3-D card 
maker to add its own 
proprietary extensions 
to maximize perfor- 
mance. Game makers 
will still have to sup- 
port these extensions 
individually. 
And Direct3D won't 


Microsoft hopes that extending DirectPlay to the Internet will make it easier 


for developers to create online games. 


ill Gates may not seem like a fun guy, but he wants 
to rule the world of PC games every bit as much 
as the desktop and Internet markets. 

Not surprisingly, Windows 95 is the key to these 
plans. Microsoft's DirectX set of technologies is de- 
signed to make Win 95 the pre-eminent games plat- 
form. This spring, Bill's boys moved DirectX forward 
in two key areas: 3-D graphics and the Internet. 

Hoping to standardize the chaotic rush toward 
3-D gaming, Microsoft has finally released a beta 
software developers kit (SDK) for its Direct3D spec- 
ification. 

Developed by Britain's Render-Morphics, which 
Microsoft acquired last year, Direct3D is considered 
a milestone in bringing first-rate 3-D graphics to the 
PC. The specification is designed to provide a single 
connection for both 3-D-accelerator-card makers 
and game developers. 

That's critical, because the market has struggled as 
game makers strain to write separate drivers for each 
3-D card they want to support. The fact that many 
3-D hardware companies have had to pay developers 
to create 3-D versions of hot games hasn't been very en- 
couraging, either. 

Initial reaction to the new Direct3D beta from game 
and hardware vendors has been mixed, mainly because 
the many changes from previous versions raise con- 
cerns that the standard still isn't stable. 

But despite these nagging questions and a series of 
unanticipated delays, in the long run most chip mak- 
ers, board vendors, and game developers have little 
choice but to support Direct3D. Once the standard is 
finalized this summer, 3-D products that don't sup- 
port it may quickly find themselves left behind. 

That may eventually be true on all platforms, not 
just Windows 95. Microsoft says it plans to extend 
the entire DirectX set of technologies to Windows 


ave the market all to 
itself. Apple Computer 
hopes its QuickDraw 

3D RAVE—Rendering 
Acceleration Virtual Engine—will offer competition 
for the Microsoft standard on the Macintosh, 
Windows 95, and Windows NT. 


Easier Net Gaming 
Microsoft also wants to make it easier to play your fa- 
vorite games over the Internet—as long as they're 
Windows 95 games, of course. So the company is ex- 
tending its DirectPlay multiplayer technology to the 
Net. 

The DirectPlay Internet Gaming Architecture is de- 
signed to speed creation of online games by estab- 
lishing a common set of features and application 
programming interfaces (APIs). As with Direct3D, 
the idea is that game developers won't have to 
worry about supporting the Internet directly; they 
can just support DirectPlay. For Internet gaming 
service providers, DirectPlay will create standards 
for working with games, building virtual lobbies 
where players can set up games, and, eventually, 
billing services to pay for it all. 

What does it mean for game players? Microsoft 
says the new technology will accelerate develop- 
ment of online multiplayer games (for more on that, 
see *Games Get Connected," page 46). And since 
DirectPlay also works on local networks, it should 
be possible to play games over a combination of 
LAN and Internet connections at the same time. А 
hands-on test of MechWarrior 2 running over the 
Net—accessed via the Microsoft Network—indi- 
cates playable, if not outstanding, performance and 
fairly simple setup procedures. 

The complete DirectPlay Internet. Gaming 
Architecture is scheduled to be finished by the end 
of the year. Microsoft says the first games to take 
advantage of it should appear in time for the 
holidays. —Fredric Paul 
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Roll the CyberDice 
What do you get when you mix 
board games and LPs? Cyber- 
Dice, the new venture of Norman 


Beil, a veteran of Geffen Records/ | 


Pictures, and Brian Hersch, a suc- 
cessful board-game creator. The 
new startup hopes to be "the first 
interactive game company to fully 
exploit the creative and marketing 
potential of brand-name talent” 


Game Modem 
In another sign of the coming of 
online games, Hayes Total 
Gaming Solutions is bundling a 
Hayes Accura 28.8 V.34 DSVD 
fax modem with voice capabili- 
ties with a copy of Papyrus’ 


NASCAR Racing. The unique |. 


combo costs $259 and includes 
Quarterdeck's InternetSuite 2 


and WebTalk for full Net access. { 
This package should have every- | 


thing you need to start "voice 
gaming" over the Net, where you 
can thrash your buddy and crow 
about it at the same time. (Hayes 
Microcomputer Products; 770- 
840-9200) 


The Stone Plays Air Guitar 
Rolling Stone and Virtual Music 
Entertainment (VME) want to 
give you a chance to wail into 


rock heaven with a series of five |. 


games based on VME's Virtual 
Pick. The first collaboration, 
Great Live Performances, lets 
you jam along with clips from 
some of rocks most famous 
bands; expect The Who, Eric 
Clapton, and Jimi Hendrix to be 
among the possible choices. 
Like VME's first title, Quest For 
Fame (featuring Aerosmith), the 
objective is to strum the V Pick— 
which plugs into the PC's serial 
port and can be used on a tennis 
racket or other likely implement— 


in rhythm with the video. Look for | 


the first releases in time for 
Christmas. (Virtual Music Enter- 
tainment; 508-688-8800) 


Smell the Game 
The next big thing in location- 
based virtual reality just might 


continued on page 20 
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stink. Believe it or not, Phoenix- | 


based Ferris Productions is re- | 


leasing new VR hardware called 


The Experience System, which | 
adds smell to standard 3-D au- | 


dio and graphics. The device 
supports up to seven different 
Scents per game, created by 
converting liquid into a gas re- 
leased from the headset near the. 
user's nose. In V-topia, the ad- 
venture that comes bundled with 
the system, you can fly through a 
forest of evergreens while inhal- 


ing a fresh pine scent. The | 
Experience System debuted at | 
The Oybersmith іп Cambridge, | 
Mass. Look for it and other sen- | 
зогу games at arcades and VR | 


centers near you. 


Olympic Games 
If you go to the Olympics in 
Atlanta this summer, you won't 
have to spend all your time watch- 


ing; you'll get the chance to play, | 


too. The Coca-Cola Olympic City 


is setto offer a series of unique in- | 
teractive sports games developed 


by the SportsLab. Visitors will be. 
able to race Jackie Joyner-Kersee 
in a 10-meter dash, shoot H-O-O- 
P-S with Grant Hil, challenge 
gymnast Shannon Miler on the 
balance beam, pitch and hit 
against Olympic baseball stars, 
tackle a mountain biking course 


and Paralympic wheelchair race, | 
score an Olympic event with real | 


judges, and participate in a virtual 
medals ceremony. 


Genius TV 
RCA is working on integrating 
PC applications into а 35-inch 
TV set. Due in 1988, the Genius 
TV will feature Internet access, a 


continued on page 22 | 
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espite а rich Shakespearean background, ac- 

tor/director Robert O'Reilly is probably most 

familiar under hours of heavy makeup. As 
Gowron, leader of the Klingon High Council on 
Star Trek: The Next Generation and Deep Space 
Nine, he's gradually become one of the series’ most 
popular guest stars. Between conventions, promo- 
tional appearances, and other projects, O'Reilly 
spent two weeks last year filming the video for Star 
Trek: Klingon, an interactive adventure from Simon 
& Schuster (see review, page 76). PC Games copy 
editor Corey Cohen re- 


so I know the character very well, but you're right— 
to do it as much as this helps flesh it out even more. 
And the game has so many situations—some of 
them very, very funny. 

PC Games: What else does the game have that а 
given episode of Trek doesn't? 

ROR: Well, if you're interested in Klingons, it's a 
hoot. You get to go where, really, no one has gone 
before, in terms of a Klingon's home, a Klingon's 
lifestyle....You get to find out more about the 
Klingon world than you ever have before. And it's 


cently cornered him to 
talk about this new 
game. 

PC Games: How was 
Star Trek: Klingon first 
pitched to you? 

Robert O'Reilly: Well, at 
the time, I didn't even re- 
ally understand what 
CD-ROMs were. Га 
heard about them, but 
I'm not too into comput- 
ers, so they had to ex- 
plain them to me, and it 
sounded very strange. 
But I knew if Jonathan 
Frakes [ST: ТМС% Com- 
mander Riker and the 
director of ST: Klingon] 
was involved, it'd be a 
great project. 

PC Games: How was 
filming the game dif- 
ferent from filming an episode? 

ROR: For one thing, the script was a lot larger. And 
for me, the hours were very, very long—I was 
working practicaly all the time. But there 
wasn't the pressure that normally goes into film- 
ing....Because we had hours and hours to work it 
out, I was able to explore a lot of humor, fun, a sense 
of paternalism—stuff Gowron doesn't normally 
have in the show. 

PC Games: It must have been pretty exciting to 
show a Gowron that Trek fans haven't really seen 
before. 

КОК: Well, Гуе been with this role for six seasons, 


fascinating because it is 
areal Klingon world. You 
get the opportunity to ac- 
tually play with us. 

PC Games: Assuming 
there's another Klingon 
game, what would you 
like to see? 

ROR: Pd love a game 
with me and John de 
Lancie [Trek nemesis 
Q]—one where we'd be 
opposed to each other 
with the player trying to 
outgame us both. The 
combination of Gowron 
and Q is so bizarre that 
it'd be a very funny script. 
PC Games: What would 
you like players to carry 
away from being a 
Klingon for a day? 
ROR: A sense of accom- 
plishment, competition, maybe learning some- 
thing—and having fun learning it. I don't think it's 
really that deep, but if there is something to be 
gained from it, it’s a sense of honor. It was absolutely 
a surge for me to be playing me, anyway. A very 
strange situation—I think I needed a Scotch after- 
ward. 

PC Games: So when іме finished the game, will I 
be a Klingon? 

ROR: If you survive, you might—which I very 
much doubt. 


ға SEE MORE Online 


E http: //www.pcgamesmag. com 
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BECOME THE WORLD'S GREATEST 


MATE MURDER MYSTER 


Expires: —— 


sales tax 


3 $39.95 + $4.95 shipping/handling + 


‘Simon В Schuster Interactive, a division of Simon & Schuster, Inc. 


Å 


To order, call 1-800-910-0099, visit your local software dealer or mail coupon 
and check or money order for $39.95 and $4.95 shipping / handling plus applicable 
sales tax to: 


Simon & Schuster Interactive 
c/o Starpak 

PO. Box 1230 2 
Greeley, CO 80631 http://www.byronpi 
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wireless keyboard, a printer port, 


and 16MB of RAM. It's slated to 
cost about $4,000. Going the 
other way, Microsoft апа 
DirectTV have inked a deal to 
deliver DirectTV satellite pro- 
gramming—along with selected 


magazines, and more—-to Win- 
dows 95 PCs. 


Multiplatform Panzers 
The strategy wargame Panzer 


DOS, so SSI (a division of 
Mindscape) has ported its hit to 
Win 3.1, Windows 95, and 


КОМ. (SSI; 800-601-7529; 
Win 95/DOS/Mac CD; $40) 


The 1996 Season 
Stormfront Studios has an- 
nounced Tony La Russa Baseball 
3: 1996 Edition. The update is 
designed to bring a faster, more 
responsive interface and more 
statistical categories, including 
head-to-head and situational bat- 
ter/pitcher stats. It will also reflect 


1996, presumably including 
namesake Tony La Russa's move 
Allen, 


announcers Mel Lon 


A Windows 95 Marathon 
Marathon 2: Durandal, the hit 
first-person science-fiction shoot- 
ing game for the Macintosh, is 
coming to Windows 95. Bungie 


а six-disc CD-ROM changer, | 


Internet information, multimedia |. 


General was a huge success in | 


Macintosh-all on a single CD- |. 


roster changes through March 1, | 


from Oakland to St. Louis. And | 


Simmons, and Hank Greenwald | 
will refer to each player by name. 
The update costs $39.95. 
(Stormfront Studios; 800-245- 
4525; Win/ DOS CD) 


continued on page 24 | 


Broderbund 
Goes Back 


To Games 


roderbund, best known for Myst and E 
De Sandiego, is working on a cou- 
ple of new games for grownups. 

The Last Express (working tit 
ing developed by Smoking Car Produc- 
tions' Jordan Mechner, the man behind the 
Prince of Persia series. This first-person ad- 
venture game will put you aboard a train 
reminiscent of the Orient Express, trying to 
solve a murder mystery with elements of 


е) is be- 


SA m SA 


This Koala may look kiddie, but he’s aimed at adults. 


international espionage and intrigue. 
Rendered backgrounds and rotoscoped 
characters will lend atmosphere to what’s happening 
simultaneously in several cars on the train. Look for 
the game early next year. 

Also in 1997, Koala Lumpur: Journey to the 
Edge will bring kid-style graphics to an adventure 
game that's definitely written for adults—think 
Rocky and Bullwinkle, Ren and Stimpy, or The 
Wizard of Oz on acid. Co-developed with Colossal 


Roc 


| The cast of Koala Lumpur is a motley crew. 


Pictures, it features double-entendre dialogue as the 
Mystic Marsupial and his sidekick, Dr. Dingo, mix 
zen and humor in an irreverent quest to prevent *The 
Comedy Apocalypse." The 20 hours of game play in- 
volve philosophical and psychological puzzles, and 
invoke several detailed 360-degree worlds. It looks 
nice, but grown-up gamers may be put off by the kid- 
die animation. —Fredric Paul 


g Games 


ometimes games can be found in the strangest places. Queensryche is a rock band, not a game 
producer, and its songs aren't the most light-hearted on the planet, either. Yet when you pop in one 
of the discs in the band's double-CD-ROM Promised Land-more than a year in the making-you'll 


become immersed in a full-fledged puzzle game. 


Promised Land is set on an island in the Pacific Northwest near the band's Seattle base. Each of the 
five members has his own world containing a piece of a totem pole that you need to reassemble. In your 
search, you'll trigger several ecological problems, from undersea driftnet fishing to a space lab with a de- 
structive laser trained on a room holding the world's knowledge. Screw up, and not only does the prob- 
lem come to fruition, but you're barred from that world until you've successfully visited one of the other 


four. Succeed at all five and you'll get 
*Two Mile High; an acoustic ballad 
recorded especially for this package. By 
then, you'll know more about Queens- 
tyche’s collective psyches than you'd ever 
dreamed possible. 

About the only multimedia content is 
a documentary about the band and the 
making of the Promísed Land album (re- 
leased last year). Although gaming ele- 
ments have popped up in other multime- 
dia music titles, such as Todd Rundgren's 
The Individualist, finding a full-fledged 


| There're more than a few weird things in Queensryche's 
! forest. 
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game promoted as a music-oriented title 
is a first. (EMI; 800-874-4607; $49.95) 
=Donald St. John 


Ån А DESOLATE CORNER OF THE UNDERGROUND Empire, 
AH EVIL DEMON TORMENTS THE LAND. 


beer Fn Te E 


ALL-NEW Zork ADVENTURE SPECTACULAR PRODUCTION VALUES STUNNING 3-D EXPERIENCE 
FIVE RICHLY-DETAILED WORLDS DRAW YOU INTO A DRAMATIC LIVE-ACTION VIDEO, HOLLYWOOD Z-VisioN SURROUND TECHNOLOGY ALLOWS TRUE 
SURREAL STORYLINE WITH OVER 65 INNOVATIVE ACTORS, HYPNOTIC MUSIC, SPECIAL EFFECTS, AND 360% MOVEMENT WITH STRIKING 16-BIT GRAPHICS 
PUZZLES AND 40 HOURS OF IMMERSIVE GAMEPLAY. SOUND BY SOUNDELUX MEDIA LABS CREATE A FOR A DISTURBINGLY REALISTIC 3-D ADVENTURE. 
VIRTUAL REALITY EXPERIENCE. г 


AVAILABLE Now on Winbdews 95/DOS CD-ROM 
AVAİLABLE on IMacinTost' in june 
DARE visir HTTP://WWW.ACTivision.com. 


AcmMSioN = © 8 


Activision and Zork are registered trademarks and Zork Nemesis is a trademark of Activision, Inc. © 1996 Activision, Inc. All other trademarks and trade names are the properties of their respective holders. All rights reserved. — 
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PRODUCTIONS 


Into the Voidis a trademark of Smith Engineering and Electric Моо Productions. All rights reserved. 
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Force Feedback 


f feeling is believing, look for force-feed- 

back joysticks to take the gaming world 

by storm later this year. 

At the recent Computer Game Devel- 
opers Conference, CH Products demon- 
strated prototypes of a joystick and 
steering wheel using Immer 2 
I-Fc application programming inter- 
face (API). Likewise, industrial-controller maker 
Cybernet Systems showed a prototype of game ver- 
sions of its scientific and industrial motorized 
controllers. (These active sticks follow controller 
maker Exos’ demonstration of its PowerStick proto- 
type last year. See “This Stick Kicks!” PC Entertain- 
ment, January 1996, page 13.) 

Testing the prototypes with Descent II, the appeal 
is immediately obvious. Force feedback imparts a 
new and compelling sense of control and excitement, 
making a familiar game seem brand-new. Tactile 
clues make difficult sequences easier. 

All of th nect to your PC via the game 
port and the serial port for two-way control. Using 


small but powerful servo-motors, they create such 


Electric Moo Productions and the Electric Moo Productions logo are trademarks of Rogue Studios, Inc. All rights reserved. 


Adrenalin, Adrenalin Entertainment, and the Adrenalin Entertainment logo are trademarks of Adrenalin Entertainment, Inc. All rights reserved 
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tions when encount 
ing textured surfaci 
and jolts with various 
kinds of impact. Th 
even provide recoil when you shoot. 
Currently, games must be specially configured to 
e advantage of force-feedback capabilities, but 
s claim that tl will take 
a couple of days. Of course, all the 
sticks work just like a regular joystick with all 
games. 

Both devices are due by the end of th ; for $100 
to $150 each. (Immersion, 408-467-1900, www. 
immersecom; CH Products, 800-624-5804, www. 
chproducts.com; ybernet Systems, 313-668-2567, 
www.cybernet.com) —Fredric Paul 


What you fear, you will covet. 
. Whatyou loathe, you will worship. 
What you ravage, you will rule. 


What you are, you will abandon. 


* 


> 
Т e first net-capable; "Ihtergalactic, PC CD-ROM game of ultimate strategy. 


-You' ve been warned. 


It's all part of Microsoft's plan to 
boost growth in home PCs by 
migrating computers from the 
den to the living room. Expect the 
first SIPC designs from compa- 
nies like Hewlett-Packard, Com- 
pag, Gateway 2000, and Toshi- 
ba later this year—possibly in 
components designed to look 
like stereo equipment. 


Play Mate 

Playboy Playmate and “Girl of the 
Intemet" Gillian Bonner is the 
founder and executive producer 
of Black Dragon Productions, a 
new game-development com- 
pany. Bonner is also the star of 
the company's first game, Riana 
Rouge, a “sensual” adventure 
game. (Black Dragon Produc- 
tions; 941-355-9139; DOS/Mac 
CD/Win 95, $49.95) 


PG games and our editors’ recommendations 


No. 1 with $10 million worth of 
graphics, game play, and stars. 


TITLE 


LAST — MONTHS 
MONTH ON CHART 


xe 


Duke Nukem 3D has PC 


Games 
editors firing rockets late into 
the night. 


OUR 
RATING 


Т Edito Recommenda ions s 


TITLE 


OUR 
RATING 


RATING 


Duke Nukem 3-D Соо! technology, great design, and а wicked 
sense of humor make this the top dog of first-person shooting games. 
(FormGen; 800-263-2390; DOS CD; $39.99) 


Crusader: No Remorse Fight your way through 15 massive lev- 
els packed with nonstop action. Compelling game play and 
awesome visuals—including the best death scenes in any computer 
game-make it impossible to stop playing. (Electronic Arts; 800- 
245-4595; DOS CD; $59.95) 


Advanced Tactical Fighters Fly the world's most sophisticated 
warplanes in this excellent follow-up to U.S, Navy Fighters. (Electronic 
Arts; 800-245-4525; DOS CD; $59.95) 


Terra Nova Test the limits of your Powered Battle Armor in 
action-filled campaigns as you lead your elite troops against the 
pirates who destroyed your family. (Virgin Interactive Enter- 
tainment; 800-874-4607; DOS CD; $59.95) 


Fantasy General Play this strategic wargame as one of four 
champions, leading an army of dragons, mages, and archers against 
the evil Shadowlord. Progressively challenging scenarios will test 
your skill as a wargamer. (SSI; 800-601-7529; DOS CD; $50) 


A 


A 
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Wing Commander IV Without the Kilrathi, there is trouble 
among the humans, This $10 million production boasts top- 
notch graphics, excellent game play, and great acting. (Origin 
Systems; 800-245-4525; DOS CD; $69.95) 


Myst Stunning visuals, haunting audio, and intriguing 
puzzles keep this venerable adventure near the top of 
the Leader Board. (Broderbund; 800-521-6263; Win 
CD; $54.95) | 


Warcraft Il: Tides of Darkness Thanks to crisp 
graphics, challenging game play, and multiplayer capa- 
bilities, this excellent Orc-vs-Human еріс is still a big 
seller. (Blizzard Entertainment; DOS CD; 800-953- 
7669; $50) 


Doom II This hair-raising sequel has more than 30 levels, 
7 hellish new creatures, and а double-barreled shotgun. 
(GT Interactive; 800-610-4847; DOS CD; $44) 


Microsoft Flight Simulator 5.1 Upgraded graphics 
and new features keep this popular flight sim high on 
the Board. (Microsoft; 800-426-9400; DOS, DOS CD; 
55995) 


The Ultimate Doom Thy Flesh Consumed All 
three original episodes of Doom, plus nine perilous 
new levels, on one action-packed CD-ROM. (GT 
Interactive; 800-610-4847; DOS CD; $30) 


MechWarrior II Align with the mighty Wolf or Jade 
Falcon Clan to do battle in an assortment of awesome 
Mechs. (Activision; 800-477-3650; DOS CD; $59.95) 


Rebel Assault II: The Hidden Empire Engage the 
Evil Empire! Ride speeder bikes and fly the Millenium 
Falcon in 15 daring missions, (LucasArts Enter- 
tainment; 800-782-7927; DOS CD; $54.95) 


Hexen New monsters, simple puzzles, and a bit of role 
playing give a fresh look to this solid Doom-style game. 
(GT Interactive; 800-610-4847; DOS CD; $49) 


NBA Live 96 The best PC hoop simulation you can buy. 
Its a slam dunk. (EA Sports; 800-245-4525; DOS CD; 
$4995) 
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TITLE LAST MONTHS ОША 
MONTH ON CHART RATING 
SimCity 2000 Collection Build your city of the future — — = 


with this classic urban-simulation game. (Maxis; 800- 
836-2947; Win/Win 95/DOS CD; $49.95) 


Command & Conquer Fight for the evil Brotherhood 8 4 
of Nod or the goody-goody Global Defense Initiative in 

this action-packed strategy game. (Virgin Interactive 
Entertainment; 800-874-4607; DOS CD; $59.95) 


A Gabriel Knight Mystery: The Beast Within 4 9 
Gabriel is back in search of a four-legged killer in this 

six-disc interactive adventure. (Sierra On-Line; 800- 

757-7707; Win/Win 95/005 CD; $64.95) 


Road & Track Presents: Need for Speed Climb -- 9 
behind the wheel of one of eight dream machines, in- 

cluding the Lamborghini Diablo. (Electronic Arts; 800- 

245-4595; DOS CD; $5995) 


NASCAR Racing Buckle up in a monster stock саг — 1 
and enjoy riveting racing in Papyrus's follow-up to 

IndyCar Racing. (Papyrus; 800-836-1829; DOS, 

$4495; DOS CD, $54.95) 


The 11th Hour Stauf's back as a spiteful wraith inthis -- 9 
sequel to The 7th Guest. Puzzles, games, and TV-qual- 

йу video keep you on your toes. (Virgin Interactive. 
Entertainment; 800-874-4607; DOS CD; $59.99) 


You Don't Know Jack It may be practically sans — 1 
graphics, but this hip trivia-cum-quiz-show game is funny, 

rude, and a lot of fun at parties. (Berkeley Systems; 800- 

344-5541; Win/Mac CD; $30) 


Mortal Kombat 3 Deal finishing moves to old and — 9 
new adversaries in the ultimate version of the arcade 

and cartridge favorite. (GT Interactive; 800-610-4847; 

DOSCD; $55) 


Monopoly Great graphics, sound, and animations- -- 8 
plus Internet play—breathe new life into this classic 

board game. (Virgin Interactive Entertainment; 800- 

874-4607; DOS, Windows, Win CD; $39.99) 


Phantasmagoria Adrienne finds herself in a nightmare -- 5 
in Sierra's seven-disc, full-motion-video adventure. 
(Sierra On-Line; 800-757-7707; Win/DOS CD; $59.95) 


Leader Board is a compilation of top-selling computer games in 1,300 retail stores for February 1996. "Months On Chart” does not necessarily indicate consecutive months. Source: PC Data 
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through an onslaught of 


Жж You blasted your way 
ig undead marines and 


hell-spawned hordes in 
Doom, Ultimate Doom and 


Doom ІІ. Now you can XX 
retire, right? Wrong. 


Seems flesh-eating mutants 
have the mortality rate 


OLD SOLDIERS NEVER | y 
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Distributed by i 
GT Interactive Software End ef story. 


companies. 


The Player wants to see 
more game developers 
step up to the plate 
and take risks. 


The Player 


hat's New 


lot of things have changed here at PC Games. We've 
got a new name, a new look, and a new focus. In that 
spirit, Га like to begin this column by officially retir- 
ing the mantle of The Ref. 


Why? I simply can't sit on 
the sidelines and arbitrate the 
clashings between computer 
game developers and gamers. 
A ref has to stay unbiased, 
and as a game enthusiast, I 
find myself always falling on 
the side of the player. 

So starting now, I officially 
adopt the much more fitting mantle of The 
Player, and I vow to use my renamed soap- 
box to fight for the needs, wants, and wishes 
of gaming fanatics everywhere. 

My first order of business? To encourage 
originality in game design, the most impor- 
tant element next to game play. When The 
Player rips open the cellophane of a new 
game, he’s looking for innovation and inven- 
tion—that little something extra that makes 
it stand above the crowd. 

Sadly, truly original titles are becoming 
harder to discover. Like the world of televi- 
sion, where a hit show is immediately drowned by a half-dozen just 
like it—how many police dramas can you name?—a hot game is 
typically followed by several imitators. 

Doom may be the classic example. The original game was great, 
and the sequel was even bet- 
ter. But now we've got 
Ultimate Doom, D Zone, 
and Final Doom, not to 
mention such clones as Rise 
of the Triad, Island Peril, 
Fortress of Dr. Radiaki, 
Dark Forces, Strife, and 
CyberMage, to name a few. 
Sure, some of these are good games, but many aren’t. 

Then there’s Sierra On-Line’s EarthSiege 2 (see review, page 80). 
ES 2% a solid game, but it lifts several prominent elements—its mu- 
sical score and female computer voice, for example—directly from 
its toughest competitor, Activision's MechWarrior 2. C'mon, 
guys—a new soundtrack isn’t too much to ask, is it? 

In their mad rush to jump on the whatever's-hottest bandwagon, 
game developers seem to miss the fact that Doom’s originality made 
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it such a success. Now, like anyone who’s seen too much of a good 
thing, The Player’s become a bit jaded. He wants to see something 
new and refreshing in his games. 

Tt can be done. You could call 3D Realms’ Duke Nukem 3D a 
Doom clone, but the game manages to revitalize the 
category in a variety of ways. It’s faster and bloodier 
than its rivals, and it’s filled with off-the-wall and off- 
color humor—from Duke muttering expletives when 
he blows up a pigcop to his sighing with relief when 
he uses a handy urinal. Duke 
also adds game play twists like 
the Holoduke, remotely trig- 
gered — pipebombs, 
shrinkguns, and trip 
mines. 

At first I thought 
3D Realms had 
crossed the line when 
I realized you could 
blast the strippers in 
the nightclub—but 
only for a moment. I 
don't condone vio- 
lence against women, 
but I do support the 
inclusion of contro- 
versial material in a 
game designed for 
adults. (Hey, you don’t have to shoot the strippers. In fact, you are 
penalized if you do by the appearance of extra enemies who try to 
take their revenge.) At least Duke dares to push the envelope. 

Pulse Entertainment's macabre Bad Mojo deserves a similar pat 
on the back for going beyond your average Myst clone. Sure, its 
premise of a man transformed into a cockroach seems borrowed 
from Kafka’s The Metamorphosis, but it’s wholly original in the 
world of computer games. And I found the game more entertain- 
ing than its literary counterpart. 

Blizzard and Bullfrog also get credit for extending the realm of 
role-playing games with Diablo (see Guided Tour, page 54) and 
Dungeon Keeper (see Guided Tour, PC Entertainment, February 
1996, page 41). 

The Player wants to see more game developers step up to the 
plate and take risks. He’s not interested in games that don’t go be- 
yond copying the formula of last week’s hot title. Even as the game 
companies roll out their Command & Conquer killers and 
MechWarrior 2 beaters, The Player has his eye on titles formed 
from a different mold. 

As always, The Player welcomes your thoughts, reactions, and 
criticism at sklett@iftw.com. 
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Call the Norm Police at: 
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Licensed from and developed by Gremlin 
and distributor. Lic 


Donald St. John 


The Gaming Superhighway 


irehead is ready to play. You name it: Role-playing 
games, strategy games, action games. Especially 


action games. 


The question is, Is there a place for me to play? I mean, to really 
play full-on, graphical, fast-action games online? Until now, no. While 
existing gaming services such as the ImagiNation Network and MPG- 
Net offered perfectly fine gaming experiences—with games each ser- 
vice has developed specif- 
ically to be available only 
to its subscribers—they 
delivered nothing with 
potent action. Finally, 
though, there's a new gen- 
eration of services exem- 
plified by TEN, Mplayer, 
and DWANGO that say 
they'll bring you pro- 
ven action games over 
the wires (for PC 
Games’ in-depth look 
at these, see “Games Get Connected,” page 46). 

It’s strange: As virtually every other entertainment-related 
phenomenon has captured the online fancy of the public, games 
have lagged behind. The longtime popularity of text-based games 
and МОБ shows that at least some people are eager to log on and 


„у Play. But nobody’s 
If you shoot, the machine’s been able о ele- 
vate the graphical 
got to react fast enough 
for you to hit the target— 
of trying. The on- 
line gaming ser- 
ter year than anyone's had in the field to date. It can't hurt the ex- 
isting services to join the rush to the Internet, as they're doing now; 
people to online gaming. After spending night after night addictively 
running around the blasted world of Duke Nukem 3D in network 


gaming experi- 
lag ti d you’ 
any lag time and you're 
vices are still low- 
that'll make them available to a broader Net-surfing populace that 
play here at PC Games, I have to believe there's an audience out there 


ence into a mean- 
ingful online pres- 
ence, despite a lot 
doomed, not Doomed. 
key, but I’m sure 
they’d love it if this became “The Year of Online Gaming.” 
My guess is that 1996 is not The Year, though it may be a bet- 
may also want to play. 
More to the point, I’m willing to bet that TEN and DWANGO are 
right when they figure top-selling existing games will draw a lot of 
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for online Duke-it-outs, Doom Deathmatches, and Air Warrior wars. 

No, garnering an audience isn’t the real challenge facing the on- 
line gaming industry. We know the games are popular. We know 
people are hungry to play. We see services willing to offer them up. 
But will they work? Can today’s online technology match the game 
performance that people are used to seeing on their PCs? 

That’s been the drawback before. You could never get onto a 
service that would respond quickly enough to make a fast-paced 
game work. If you shoot, the machine’s got to react fast enough for 


you to hit the target—any lag 
> 


time and you’re doomed, not 
Doomed. The newer ser- 
vices and such network 
providers as Concentric 
Network (see Sharp 
Edge, Electronic En- 
tertainment, Novem- 
ber 1995, page 13) 
and PSINet may think 
they've got the prob- 
lem licked, but the 
proof's going to be in 
the pudding. The performance has to be foolproof, or players aren't 
going to buy into the online concept. 

The key is the connection. The networks themselves have to be 
fast, but then there's your connection to the network to consider. 
Dial-up phone connections, even with 28.8Kbps modems, probably 
aren't a good long-term solution. ISDN (Integrated Services Digital 
Networks) will be faster and easier, but this technology is still expen- 
sive, difficult to install, not available in many areas, and DOA the day 
cable modems become available. When that day arrives, it'll cement 
the ability to face off with your gaming “neighbor” 3,000 miles away 
as if he was in the next room. With the incredible 10Mbps bandwidth 
of a cable TV connection, you shoot, and BLAM! he’s pulp. 

But cable modems won’t arrive in significant numbers for years, 
maybe decades. In the meantime, the question remains: Will the 
convergence of more efficient dial-up modems, better network per- 
formance schemes, and worthwhile games deliver an online gam- 
ing experience that connects with significant numbers of gamers 
and Net surfers? 

To find out, Wirehead will be keeping tabs on the pros, cons, 
and issues surrounding your inalienable right to practice your fa- 
vorite Fatalities on some hapless shmoe five states over. The services 
will tell you the online gaming world is very brave, very new, and 
very cool. If you're not so sure, ГЇЇ be here to separate the hype and 
the tripe from the real deal. 


Talk online gaming to the Wirehead at dstjohnQiftw.com or 
The Wirehd@aol.com. 
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ILLUSTRATION BY MARCOS SORENSON 


akes pretty, much every PC game we've ever seen 
= Doom included - - look s slightly dull. Honestly.” 


б Gamer 


“Duke truly looks like a 3D supermodel of а game: 
ЕРИ Sexy and gory With lead-thrashing action.” 


= Strategy Plus 


FULL MOVEMENT CONTROL lets урш тип, 
jump, crawl, swim, and jetpack your way 


FANTASTIC 3D REALMS, with stunning 
graphics supported in SVGA modes, await 
you as you thrash sinister aliens thru the 
streets of L.A., out to the orbiting station, 
and onto the surface of the moon itself! 


апа down from any Vantage point 
survey the situation around your 


WITH “BUILD” TECHNOLOGY you 
explore an interactive, fully immersi å 0 
world of towering skyscrapers, deep 7 р player battlefests 
canyons, and murky bodies of wate ; 4 - 3 end prerecorded 
complete with sloping surfaces, realistig! А i 
earthquakes, functional subwa' 
many never-before-seen speci 
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Yourself for Total Meltdown! 
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Christine Grech 


he Upgrade Game 


ure, the Multimaniac likes puzzle games. I’ve whiled 
away countless hours at the keyboard trying to mas- 
ter everything from Tetris to Zoop. But the other 
night I was consumed for more than four hours with a PC 
brain teaser that I hadn’t bargained for: installing a new 
multimedia upgrade kit so I could better enjoy the sights 
and sounds of my favorite games. 


Like most veteran users, I never 
take anything for granted when 
it comes to my PC. After 
years of experience tinker- 
ing with computers, Pm 
still mildly surprised 
when something actu- 
ally works, whether it's 
afely removing a virus or 
getting two uncooperative 
machines hooked up for a 
little Quake match. So I guess I 
shouldn't have been surprised that 
installing the 8X Turtle Beach TBS- 
8800 upgrade kit was no picnic. 

The hardware headaches were only the first part of 

the challenge. The rest involved piecing together exactly what I 
was getting—and not getting. In fact, like all too many com- 
puter games, the TBS-8800's box doesn't quite tell the whole 
story. Much like high-res promo shots that are far better than 


" actual game play graphics, 

Never take anything for got a huge box embla- 
5 zoned with an enticing 

granted when it comes 

to your computer. 


På 


“8X” listing all sorts of 
features. Well, the 8X in- 
ternal drive and IDE inter- 
face card were in there as 
promised, but more than half the box was empty space. Turtle 
Beach bundles tiny, wimpy, unpowered speakers. Ah, so that's 
why they're not pictured on the box. 

Ап even more serious disappointment was the 16-bit FM sound 
card. Granted, it is ^wavetable-synthesizer upgradable," as the 
box claims, but who would've thought that Turtle Beach would 
cut corners on sound cards? The company's Multisound card, af- 
ter all, was one of the pioneers of PC wavetable audio. 

Once I started the installation process, my first potential 
stumbling block was a lack of mounting rails. Kits like the 
TBS-8800 claim to have everything you need, and to its credit, 
Turtle Beach even provides a screwdriver. But with the wide 
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variety of PCs on the market, there's no way to tell whether 
your computer requires you to screw in mounting rails to the 
side of the drive to make it fit snugly in the drive bay. Lucky 
for me, the rails on my old drive fit the screw holes on the 
Turtle Beach drive. 

Physically hooking up everything inside my Intelesys PC was 

the easy part, especially when I took the manual's advice and at- 
tached the ribbon cable and CD audio connector to the 
sound card before jamming it into its slot. The 
manual's jumper explanation for spec- 
ifying what IDE interface to use 
was not quite as clear, but I 
made my best guess and 
kept going. Then came 
the real tes: How 
would Windows 95 
handle hardware that's 
“compatible” but not 
truly plug-and-play? 
Turtle Beach’s Win 95 
drivers informed me that I 
had a hardware conflict. I 
turned to the Conflict Trouble- 
shooter and worked my way through 
screen after screen of Win 95’s Device 
see All the while, I was hopeful that Win 95 would 
save the day. Alas, I had a pair of conflicts with my existing drive 
controllers that couldn’t be resolved. 

I had two choices: Disable the other devices or use one of their 
IDE connections for the CD-ROM drive. Since I wasn’t about to 
mess with my hard and floppy drives, I tried the latter. Of course, 
that didn’t work either. 

Being the Multimaniac, I didn’t give up—I simply tried a differ- 
ent computer. This NEC-ready system was constructed like a steel 
trap. It took me half an hour to decipher and remove 12 screws 
and 3 panels just to slide in the CD-ROM drive (sans mounting 
rails, of course). I guess the folks at NEC know that upgrading a 
computer is a tricky proposition, and they want to make sure you 
can handle it. If you can open the box, you’re probably competent 
or lucky enough to attempt a PC upgrade. 

So the Multimaniac is batting .500 in the hardware upgrade 
game. The TBS-8800 worked on one machine, but not on 
another. And all I really got for my almost-$500 was a cutting-edge 
8X drive. Turtle Beach also sells a $399 kit with no speakers or 
sound card, which makes more sense for anyone who 
already has these accessories. (TBS-8800; Turtle Beach; 800-884- 
0190; $499 for complete kit, $399 without speakers or sound card) 


Write the Multimaniac at cgrech@iftw.com. 
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System Shock: 
Terminal Access 


Origin 


800-245-4525 


Platform: Mac CD 
List Price: $39.95 


Outpost 
Sierra On-Line 
800-757-7707 


Platform: Mac CD 
List Price: $54.95 


MacAttack 
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Peter Olafson 
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s with apples, so with Macintosh games. Sometimes 
you get polish. And now and then, you bite off the 
head of a worm. 


The polished apple this month is Origins System Shock: 
Terminal Access. The solid conversion of the Looking Glass 
Technologies game brings to the 
Macintosh a 3-D action game 
with more than a taste of ad- 
venture and role playing. What 
was once just a Marathon is 
now a proper race. 

The Mac version of System 
Shock is virtually identical to the 
Super VGA version of the PC 
original. You awaken aboard 
the space station Citadel on a 
mission to hack into a trouble- 
some artificial intelligence 
named Shodan. The problem: 
Shodan’s minions have hacked 
into the station’s population first, littering its nine levels with bodies 
and body parts and regenerating the intact specimens as cyborgs. 
(Do you like picking up severed heads? You will.) Between them and 
the wandering mutants, there’s 
a definite possibility that your 
kidneys will be ripped out 
through your mouth. 

Where Marathon is an ac- 
tion game with a strong story 
element, System Shock is es- 
sentially an action-based ad- 
venture in which a richness of 
information and equipment is 
as available as you are enter- 
prising in seeking it out. You'll 
find stuff tucked away in dark 
corners, in e-mail and personal 
logs, and in an airy, wireframe 
cyberspace. To search for it, you can do the usual jumping and 
looking up and down, and you can also lean, crouch, crawl, and 
scrunch your body into and out of tight places. The level of texture 
and detail seems boundless. 

On the other hand, the 3-D engine isn’t as elaborate. Despite 
ramps and oddly-angled walls, the environment feels squared-off. 
Objects always face you, and when you see an enemy from a higher 
elevation, it looks as though it’s lying on its back. Even so, this is 
the first worthy Mac competitor for the Marathons. 

This month’s worm is Outpost. The only good thing I can say 


about the Mac 
release is that 
Sierra — hasn't 
made the same 
mistakes that it 
did with the PC 
version. Instead, 
it's made totally 
different ones. 

The good 
news: The Mac 
version (1.5) has 
all the game 
play niceties that were planned for (but left out of) the initial 
Windows version of this SimCity relative: monorails, more robot 
and truck controls, and the ability to delegate control of secondary 
settlements to an artificial intelligence. 

In this turn-based strategy affair, you assemble a multilevel com- 
munity for refugees from a doomed Earth. The angled-down view 
is pretty, the small animations are charming, and the functions of 
the many structures have been richly interknit. 

But on a 66MHz Power Mac, it's like playing in slow motion: 
Click the mouse on a direction arrow to move the display, and a 
half-second later, the map moves one tick in that direction. On a 
132MHz Mac, Outpost is just fast enough that you begin to get a 
sense of the game's possibilities. Moreover, Outpost still has 
Windows written all over it—from the online help to the bitmap 
graphics files. And that won't sit well with Mac fans. 

Beyond that, the core game could be better. The whole pre- 
colony-building sequence—finding a home for your settlement— 
could have been dispensed with in a couple of simple menus. And 
the game is unforgiving about making you pay for mistakes, even at 
the easiest levels. If this is the future of the humanity, let me die now. 


Peter Olafson can be reached at peteroo@aol.com. 


Mac Game News 


New Apple technology promises better titles for Mac gamers. 
Apple Game Sprockets is a new software developers kit (SDK) 
designed to help Power Mac game developers include 3-D 
graphics and sound, Internet support for multiplayer games, and 


speech recognition. New input device/monitor control will make 
it easy to implement advanced joystick features. Bungie, 
Interplay, LucasArts, Reality Bytes, and others are evaluating the 
technology for use in upcoming titles. © The Mac version of 
LucasArts’ The Dig is now available. ^ Look for Blizzard's 
Warcraft ІІ: Tides of Darkness on the Mac this fall. 
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HISTORY IS YOUR BRTTLEGROUND. 
THE FUTURE YOU MUST DEFEND. 


TINE 
CONMANDO 


PREPRRE FOR THE BATTLE THIS SUMMER 


НиайаЫе on MS-DOS? and Windows® as CD-ROM. The battle begins at http://uwwuw.activisionicom. 


Developed 
by: 
^ 
Activision is a registered trademark of Activision, Inc. Adeline Software International and Time Commando are trademarks of Adeline | ISION 9 


ADELINE 
СНИ oftware International. ©1996 Adeline Software International. All rights reserved. Published and distributed by Activision, Inc. 


wee YOU CAN WATCH HIM OW TU. 


YOU CAN READ ABOUT 
HIM IN THE SPORTS SECTION. 


OR YOU CAN SEND HIM IN TO 
PITCH RELIEF IN THE BOTTOM OF THE NINTH. 


No matter how you slice and dice the Lineup, when you play Front Page Sports: Baseball Pro ‘96 
you'll be playing the Big Unit of baseball sims. It's the only game that relies on more than stats 
to put the ball in play. It also goes deep to take a look at wind, humidity, ball spin, and bat speed on 

" every single swing. Graphics hit a dinger too, with ultra-realistic motion-captured 3D animation, and 
f) camera controls that let you watch from anywhere in all 28 big league ballparks. Then there's the sec- 
tion where you can slip into the body of any active major leaguer and show your stuff ^ wsmuwus 

at pitching, hitting, and Fielding. The coolest thing, though, is that you get to (CN 
make managerial decisions that are highly questionable. Or, possibly, pure genius. Кома 


ПІ 
>. а» 


BASERA 


S T E R R А ^  UJanna see some amazing screen shots? Log on at http://www.sierra.com, 
ROL or Compuserve. To order the game, call 1-800-757-7707. 


91896 Sierra On-Line, Inc. ® and/or 1" designate trademarks of. or Licensed to, Sierra On-Line, Inc. RII rights reserved. Logo © MLBPA MSA Officially Licensed by the Maior League Bases: 


The industry gathers at the 
Electronic Entertainment Expo 
to hang out, make deals, 
show off, and introduce new 
games. Join PC Games tor a 
sneak peek at the highlights, 


our ears ring from the pounding music and intense sound effects ricocheting 

from booth to booth. Your eyes glaze from staring at dozens of big-screen 

monitors blaring slick demos and insistent video trailers. Your feet ache from 
traversing miles of aisles filled with elaborate theme booths, towering structures, and 
40,000 eager gamers. 

Your arms grow weary hauling bulging bags of product literature and must-have 
tchotchkes. And your mind reels pondering the provocative statements made by industry 
luminaries from the likes of Electronic Arts, Sony, and Disney as they set the future of 
interactive entertainment. Not to mention that you were up till 4 a.m. last night boogieing 
at some well-heeled game company’s marketing bash and free concert at House of Blues. 


If you love computer games, life just doesn't get any better than this. 


Welcome to the Electronic Entertainment Expo, better known as E3. This second annual 
gathering of all the major players in the interactive entertainment industry is the place to be— 
not only if you love to play games, but also if you develop, produce, publish, write, distribute, 
sell, write about, or even star in computer games. From May 16 to 18, more than 350 com- 
panies will exhibit their latest and greatest interactive products at the Los Angeles Convention 
Center. They'll show the industry what's in the works for the holiday season, and on into 1997. 

Sounds like more fun than a trip to Disneyland, doesn’t it? Unfortunately, you’re not 
invited. That's because ЕЗ is closed to the general public. But PC Games knows you're 
dying to wander the шор crowded show floor with us, so we'll take you along for 


a preview of the best of show. Action, adven- 


For daily updates of all the ЕЗ happen- ture, strategy, sports, fly & drive, Windows 95, 
ings-what's new, who's there, who said multiplayer—you name it, it's here. We've al- 


what—check out PC Games’ web site at ready previewed many of these new titles, but 
http://www.pegamesmag.com. now we'll give you the scoop on some of the 


m MORE best E3 debuts. And look for a complete 


roundup of what happened at the show in an 
http.//wwwpcgamesmag.com upcoming issue of PC Games. 
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In May, E3 
the only game 


Multiplayer Rules 


As usual, action games will make a big splash at E3. But this year, the 
latest news isn't Doom clones. It's multiplayer contests. 


And you won't see perhaps the hottest pair of action games debut- 
ing at ЕЗ on the show floor. To get a peek at LucasArts’ latest additions 


005 


ГІ! 
Ну for the Empire or the Rebel Alliance in X-Wing vs. TIE Fighter. 


to the Star Wars universe, showgoers need an appointment in the com- 
pany’s private demo room, adjacent to its booth. Only invited guests 
will be able to feast their eyes on 

and : 

In X-Wing vs. TIE Fighter, at least eight players will be able to stage 
an all-out battle between the Empire and Rebel Alliance. Choose your 
side and ship—X-Wing or TIE Fighter, of course—and take on a series 
of missions in this update of the company's classic space-combat simu- 
lations. LucasArts hopes to ship the game by the end of the year. 


Offbeat Action 


f course, not all the newest action games at E3 are multiplayer. These single- 
player titles offer a change of pace from the usual blast-'em affairs: 

Rayman 2 is Ubi Soft's side-scrolling sequel to the popular Rayman. This time, 

Rayman must stop invading robots from turning his colorful world into steel and iron. 


Look for new moves and powerups when it ships this Christmas. 


Christmastime will bring more side-scrolling fare with IBM’s Ted Shred. Players will 


guide Ted through extreme surfing, kayaking, and skateboarding as he attempts to save 
a tropical island. 

Control an army of roaches as you attempt to infest an apartment building in Viacom E 
New Media's Joe's Apartment. This bizarre game takes off from an upcoming ani- 
mated film based on an MTV series. 


Microsoft's Deadly Tide—for Windows 95, of course—puts the action underwater, as 
you command a Hydra ship to prevent aliens from turning Earth into Waterworld. Dive 


in this October. 


More multiplayer Star Wars action is on tap in Jedi Knight, the se- 
quel to Dark Forces due early next year. Fans of the original game 
lamented the inability to blast away at each other, but now up to eight 
players can have at it as they pick up the tale of mercenary Kyle Katarn. 
This time around, Katarn embarks on a quest through more than 20 
levels to learn the ways of the Force so he can stop seven Dark Jedi 
from discovering the powers of a hidden Jedi burial ground. 

Domark also has a pair of powerful new action games with 
multiplayer capabilities. is a Win 95 space combat and 
first-person action game that casts you as the leader of the Earth 
Defense Forces. You must save the planet by destroy- 
ing a race of self-replicating, sentient robots. Pilot one 
of five spacecraft as you battle your way to the moth- 
ership, then disembark and fight mano a mano as you 
attempt to reach the ship’s core and destroy it. Up to 
eight players can challenge one another or work co- 
operatively against the aliens. 

In ‚ also for Win 95, you'll battle 
mechanized enemies with the help of up to six Mayhem 
Soldiers, freedom fighters armed with the usual cadre of 
weapons. Up to seven other players can command their 
own Mayhem squads as you blast your way through 20 


@ 
Å 
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You'll encounter Total Mayhem іп one of Domark's new multiplayer 
| action games. 


missions against 13 different enemies. Look for Total Mayhem in May 
and Terracide in the fall. 

Viacom New Media gets in on the multiplayer 
action game with . Set in a future 
world where convicted criminals can win freedom 
by surviving a death game, you and seven other net- 
worked players race through ten levels of an arena 
in search of liberating energy keys. Expect 
DeathDrome by the end of the year. 

Also, look for MGM Interactive’s , in- 
spired by the upcoming MGM film Fled. Fighting an 
evil hacker in the netherworld of the Net, up to eight 
players will be able to play ten missions across a real 
local area network. Look for Cyberthug in October. 
inally, a very different type of multiplayer action 
is on the way in Grolier Interactive's Å 
Three networked players can each take on the role 
of their favorite fighter bug, maneuvering the air- 
borne critter around such treacherous 3-D environ- 
ments as a trap-filled kitchen. Banzai Bugs should 
alight in stores in September. 
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| Welcome to the funky world of Snow Crash. 


Spinoff City 


On the action/adventure side, many promis- 
ing games have roots in other formats—TV, 
movies, books, and comics. 
Take Spectrum HoloByte’s 
. Actually unveiled at last 
year's show and more than a year behind 
schedule, it’s now оп track to ship this 
Christmas. Ав with 1994's movie of the 
same name, the Win 95 game will have 
Captain Kirk and Captain Picard join 
forces to defeat the evil Soran. You can play 
the role of either Captain as you engage in 
first-person fighting and ship-to-ship com- 
bat, as well as strategy segments. Gene- 
rations won't just have a familiar plot; it 
will also feature the voices of William 


Join Data, Picard, and the rest of 
the crew in Star Trek: Generations. 


Shatner, Patrick Stewart, and 
other movie cast members. 

Another popular sci-fi phenome- 
non gets recast as a game in Viacom's 

‚ due this summer. The 
game is based upon the best-selling 
novel by Neal Stephenson, in which a 
computer virus spreads in the online 
world of the Metaverse. It's up to you 
to explore the Metaverse, build your 
own virtual weapons, and eliminate 
both the virus and the villain who is 
spreading it. Snow Crash will feature 30 mis- 
sions with 4 possible endings. 

Stephenson is also involved in a new 
psychological thriller from Any River En- 
tertainment, the new game company founded 
by former Electronic Arts exec Stewart Bonn. 
The game, which Any River won't even dis- 
close a working title for, features an original 
story by Stephenson. It's being produced in 
collaboration with Shadowcatcher Entertain- 
ment, the company behind such movie hits as 
Home Alone. The game is scheduled to ship 
by Christmas. 

Meanwhile, Grolier's 
sounds a lot like Snow Crash: You must traverse 
the Internet to eliminate a deadly virus released 
by an evil villain. But Surf & Destroy will be 
more cyberschtick than cyberpunk. You'll pilot 
a cyberjalopy through cartoon-style worlds, 
with the motto “Boot "n Toob,” referring to the 
Net's various pathways. Expect this offbeat ar- 
rival in October. 
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Another action/adventure title 202 
with literary roots is Domark's up- 
coming . Deathtrap, the 
first in a new lineup, is based on Penguin 
Books’ Fighting Fantasy series, which has sold 
more than 14 million copies. The game com- 
bines action, strategy, and role playing as you 
battle monsters and solve puzzles to defeat the 
evil Baron Sukumvit. And like most of 
Domark’s new games, Deathtrap will have 
multiplayer capabilities. Look for it this fall. 
Yet another title with printed predecessors 
is Mindscape’s . The game is 
the first product resulting from an agreement 
between Mindscape and Marvel Comics. As 
you'd guess from the title, it’s the year 2099, 
and a century of industrial and chemical 
warfare has filled the world with mutants, 
superhumans, and aliens. With help from 
an amazing army of characters—versions 
of Spider-Man, the Hulk, the X-Men, and 
more—players must stop super-villain 
Anthony Herod from taking over the world. 
Marvel 2099 is slated to ship late this year. 


What Ever 
Happened To... 


lenty of games were introduced at last 
year's ЕЗ, but not all of them came out 
ontime. In fact, like Star Trek: Generations, the 
22 games listed here all qualify as vaporware. 
Optimists insist that some of them will actu- 
ally hit store shelves in the near future. 
Aeon Flux, Viacom 
Alien Alliance, Virgin 
Alien Trilogy, Acclaim 
Barb Wire, Dark Horse 
Close Combat, Microsoft/Atomic Games 
(shown last year as Beyond Squad 
Leader, from Avalon Hill/Atomic) 
Heart of Darkness, Virgin 
Jet Ski Rage, Velocity 
Jetfighter IIl, Mission Studios 
Lands of Lore Il, Virgin 
Monster Island, Magnet 
NetRunner, Interplay 
PowerSports Soccer, Psygnosis 
RBI Baseball, Time Warner 
Star Trek: Generations, Spectrum 
HoloByte 
Star Conirol 3, Accolade 
The 10th Planet, Bethesda 
Toonstruck, Virgin 
Urban Decay, Psygnosis 
Vampire: The Masquerade, Zombie 
Virus, Sony Imagesoft 
VR Baseball, Interplay 
ZPG, Zombie 


hp 00 


Star Power 


When it comes to the newest crop of adventure games, many compa- 
nies are still betting on star power to make their titles stand out. 
Activision's newest mystery series, 


quality. Although Tribeca is downplaying the celebrity connections, it 
has announced that Cher will play the voice of spiritual advisor and 
game guide Isadora. GT Interactive will release 9 in June; check out our 
exclusive Guided Tour in the next issue. 


Virgin's 


, for ex- 


characters you'll meet in Tribeca's 9. 


The charming Monkey God is just one of the strange 


ample, stars English actress Amanda Donohoe о! 


Law and The Madness of King George fame. Due this 


summer, the double-disc, video-based game chal 


you to solve the murder of a Native American artist by 
М. 
interviewing an unusual cast of suspects and witnesses. 
offers a more mel 


гу. 


investigating various locations in Sante Fe, М 


Philips Games’ 
matic approach to a video-based murder myste 


stars Jennifer O’Neill and Dennis Weaver, the 


promises sex, violence, and plenty of puzzles. 


quel to the Robert Culp original is due this summer. 


ТІ 


f L.A. 
enges 
, and 
odra- 


With 
game 


Actress Amanda Donohoe stars in 


Activision's The Elk Moon Murder. 


ne se- 
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also boasts big-name voice talent, including 


Christopher Lloyd, Dan Castallanetta (the voice of Homer Simpson), 
Dom DeLuise, and Tim Curry. This comic-style adventure, which casts 
you as a cartoonist drawn into his own imaginary world, made an ap- 
pearance at last year’s E3, but Virgin assures us it will ship this fall. 


Sink or swim in GTE’s Titanic. 


Another star-studded adventure title is 
IeMotion's , slated for release early 
next year. There’re no celebs here, but plenty 
of celestial bodies. The first installment in a 
planned trilogy, Stardisk involves extraterres- 
trial-human contact and an international net- 
work, of which you’re a part, that intends to 
save mankind. Internet links will let players en- 
joy Stardisk online, and IeMotion plans to 
hold Stardisk-related forums at its Web sites. 
Finally, a famous ship stars in GTE 
Interactive’s , which features an ac- 
curate re-creation of the infamous luxury 
liner. You play a British agent trying to pre- 
vent World War I. Of course, an incident 


ГА ТИПИ l 


Pe 


On an opposite tack, you might expect 9, the first computer game 
from Robert De Niro’s Tribeca Interactive, to boast lots of full-motion 
video and recognizable talent. Well, you'd be half right: The game uses 
stunning rendered graphics created from more than 900 acrylic paint- 
ings instead of video sequences, but the voice talent is certainly star- 


with an iceberg will limit your time to complete the task. The 
Titanic sails in the fall. GTE Interactive will also debut Т 
an adventure that takes you back in time on your quest through ап- 
cient civilizations and the Wonders of the World. Look for our 
Guided Tour of it next month. 


О' course, adventure games aren't the 
only place where stars shine. Last 
year, E3's celebrity appearances-on the 
show floor and at various parties—included 
William Shatner, Brent (Lt. Cmdr. Data) Spiner, 
San Francisco 49ers running back William. 
Floyd, and Mark (Star Wars and Wing 
Commander) Hamill. Party entertainment 
was provided by The Artist Formerly Known 


as Prince, The Ramones, The Young 
Dubliners, Stan Ridgway and Drywall, and 7th. 
Level's house band, The Hang Dynasty, with 
its lineup of famous but aging rockers 
(they're back this year). Here are some of the 
various celebrities scheduled to appear at 
this year's E3 to promote their games. 

m Hank Aaron, home-run king, for Mindscape's 
Aaron vs. Ruth baseball game. 

a Terry Bradshaw, football hall of famer and TV 
broadcaster, for Empire Interactive's Terry 


June 1996 • PC GAMES 


Bradshaw Fantasy Football. 

m Peter Cheung, creator of Aeon Flux, for 
Viacom New Media's Aeon Flux. 

m Terry Farrell, Lt Cmdr. Jadzia Dax on Star 
Trek: Deep Space Nine, for Sirius’ ongoing 
Internet scavenger hunt game, Treasure Hunt. 
m Bruce Jenner, Olympic Decathlon cham- 
pion, for Interactive Magic's Decathlon sports 
game. 

m Alex Trebek, game-show host, for Game- 
Tek's Jeopardy! 


Uncivil Wars 


Tired of tanks and orcs and all the rest? 
The hottest strategy games at E3 will re- 
vive the Civil War. 
First, there's Grolier Interactive's 
. Take the helm 
of the Monitor and the Merrimack to 
refight the most famous naval battle of 
the war. Ironclads uses live actors and 
video segments to bring you up to date 
on the conflict and brief you on your 
mission. Once you've selected your ship, 
you review tactics with advisors, includ- 
ing your first mate; then it's on to first- 
person battle. When one Ironclad goes 
down, you can see how you stacked up 
against the real captains. Ironclads sets 
sail in September. 
For another take on the Civil War, 
check out Empire Interactive next in- 
stallment in the Battleground series. Each game 
in the series concentrates on a single, decisive 
battle in painstaking detail. In 
‚ for Win 3.1 and Win 95, you revisit 


Get Ironclad in Grolier's Civil War naval 
strategy game. 


Sumter to Appomattox II. The retail up- 
date improves the graphics, adds a new 


the Confederate Army' surprise attack on 
Union forces in Virginia. Empire also lets you 
control the North and the South in 
‚ which features 

new battles, graphics, and artificial intelligence. 
Both titles are due this month. 

Like the Master Player's Edition, Inter- 
active Magic's 


„ available 
this month, lets you re-create the entire war. 
This game was developed by Adanac 
Command Systems, the force behind the orig- 
inal direct-mail game, The Road From 


interface, boosts the artificial intelligence, 


and includes historic photos. Interactive 
Magic will also bundle a historical CD-ROM 
chronicling the Civil War. 

If the Civil War isn’t historical enough for 
you, Grolier's will take you all the 
way to the days of medieval Europe. There, 
you must consult with architects to build a 
castle that will withstand an impending siege. 
You'll also deal with siege engines and 
weapons, food rationing, and construction 
techniques. The company won't say when 
Besieged is scheduled to surround you. 


Take to the skies of WWII in Over the Reich. 


Another Windows 95 World War II game 
coming your way is Avalon Hill's 
, due in August. You'll command an 
American, British; or German fighter 
squadron over the skies of Germany in the 
waning days of the war. Avalon Hill uses au- 
thentic WWII film footage to provide the 
background you need to effectively command 
pilots, planes, weapons, and resources. 


Sim-ple Choices 


imulation fans can expect a pair of new titles 

S. the sim-masters at Maxis. Riding the cur- 
rent wave of popularity for helicopter sims, SimCopter 
trades realism for arcade-style action and control. 
What's really cool is that you'll be able to fly 3-D mis- 
sions through your own previously created SimCities. 

SimGolf will also take a different approach to a 
crowded genre. The new title focuses on course building, 
with a system created in collaboration with renowned 
course designer Robert Trent Jones. You'll be able to use 
these courses to actually play over the Internet, and not 
just posttop scores as many games already allow. Maxis 
is also working on a new swing control that represents 
a departure from the industry-standard power bar. 

Expect both Win 95 games in the second half of 
the year. 
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This chopper's 
en route to your 
SimCity. 


Doth Ways 


Wharll it be: fly or drive? On the ground or 
in the air, E3 is a digital showroom of new vir- 
tual vehicles. 

In the flight-sim arena, it's the battle of the 
helicopter sims from Domark, Interactive 
Magic, and Origin. Not much new to tell you 
about the games, as we've all been eagerly 


will be a Win 95 game with more detailed 
flight and weapons models, plus improved 
artificial intelligence. Like F-16 Fighting 
Falcon, it’s a multiplayer game. Look for it 
early next year. 

Domark’s also showing off a new flight 
sim: , available for both 
the PC and the Power Mac. Helicopters figure 
into this sim, as you can fly the Cobra, but the 
focus, of course, is on the Harrier Jump Jet. 
Like all Domark titles, it’s multiplayer. Expect 
Nightmares in November. 

On the racing side, almost anything goes, 
as long as it’s multi- 


Origin’s Longbow is one of a 
trio of helicopter sims flying 
high at E3. 


Save the planet and burn some rubber 
in POD. 


awaiting Domark’s 
year; I-Magic's ‚ due in late May; and 
Origin's ‚ due in June. (All three 
companies plan to create some excitement on 
the show floor. For a closer look, see 
“Multiplayer Air Combat, "at right.) 

I-Magic will also show its previously an- 
nounced , in which 
players can opt for arcade or mission mode. 
Fighting Falcon should ship this fall. 
Spectrum's got its own F-16 sim: ) 
The long-awaited addition to the Falcon line 


, due early next 


player. 

Spectrum 
straps you into Chev- 
y's finest and fastest. 
You'll race a variety 
of models across the 
streets of San Fran- 
cisco against oppo- 
nents in other exotic 
cars. Fasten your 
seatbelts in early 
1997. 

Or maybe you'd 
rather ride higher 


The sequel to Flying Nightmares is not just 
for Mac pilots. 


above the ground. You can look down on 
everyone in Microsoft's 
for Windows 95, due in October. You'll 
be four-wheeling across all kinds of terrain in 
rally, drag, or circuit races. 
You'll find more offroad racing action in an 
upcoming racing game from Accolade. 

(the game's working title) 
will let you choose from 6 cars and 12 tracks. 
You'll be able to rev your engines in the fall. 

For offbeat muscle-car racing action, check 
out Activision's for Win 95, due 
this fall. A combination driving-sim/action 
game set in a 1970s-inspired universe, Inter- 
state lets you undertake missions in more than 
25 period pony cars, fitted appropriately with 


8-track players. The game puts you and up to 
seven other networked players on open 
Southwestern terrain as you face off against a 
gang of auto-terrorists. 

Finally, in Ubi Soft’s futuristic ‚ you 
choose one of eight customizable vehicles as you 
race on a dozen regular tracks and several hid- 
den bonus tracks. All the while, the planet is in 
danger, of course. Networkable for up to eight 
players, POD is slated to ship in October. 


Late Entries 


couple of big racing titles that will be 

touted at E3 have been stuck in the 
pits just a little longer than expected. You've 
heard of these before: 

Spectrum's long-awaited is 
finally supposed to ship this June. Licensed 
by FIA Formula One, it lets you race authen- 
tic circuit tracks in such cities as Monaco, 
Brazil, and France. 

In more futuristic racing action, there's 
Trimark's . Yep, the same game 
showed up at last years E3 under the name 
Magball. Due in October, Magzone lets you race 
magnetic cars at speeds of up to 600 mph. 


Multiplayer Air Combat 


he newest crop of flight sims are also 

big on multiplayer capabilities. To strut 
their stuff, the big flight sim companies are 
going head to head on the E3 show floor. 

Origin Systems will link four stations to- 
gether so visitors can challenge one an- 
other at Longbow, the company's highly 
anticipated Jane's helicopter sim. 

Or you can try your combat skills at 
Interactive Magic's booth, where the com- 
pany will have new release The Hind going 
head-to-head with Apache for full-bore 
U.S/Russian battles. If you'd rather pilot a 
plane, jump into one of the full-sized 
ThrustMaster cockpits at I-Magic's booth and 
join other showgoers for a little Air Warrior IL 


1 


Can the Hind take down Apache? E3 show- 
goers will find out at I-Magic's booth. 
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UP IN THE: HEAVENS, T M р? 


ALL 


HELL 5: ABOUT: TO BREAK LOOSE. 


From the ‘creators of Master of Orion," Computer Gaming World's 


1994 Premier Award winner, comes the sequel you've been waiting for. 


Banished from Orion, a xenophobic race lurks іп 
the darkness. You prayed they would. never 
return. But now, in the deepest reaches of outer 
space they' plan their revenge. Introducing 
. MASTER OF ORION"TI. Discover new technology. 
Command detailed tactical combat. Come face 


to face with new alien creatures. Use the multi- 


player feature to challenge friends over a local ` 4 


area network, go head-to-head via modem, or * 
compete in a hot seat game. Whatever you do, 


‚ lead your team cautiously. Because you must 
5 master the ultimate evil.before it masters you. 


Жыла MPO Fa 


CORON Ti 


es. 


AT ANTARES" 


For IBM-PC & Compatibles on CD-ROM. 


7" Call 1-800-771-3772 for Information on Game Ratings. ` 


1-800-879-PLAY. 


_ http://www.microprose.com 
©1996 MicroProse Software, Inc. All rights reserved. 


rev 
Interactive TV 


You can join the big leagues with these up- 
coming sports titles on the roster at E3. 
OverTime Sports, a joint venture between 
Spectrum HoloByte and ABC Sports, brings 
you . Just 


222 
PITTSBURGH 
STEELERS 


AFC 
CENTRAL DIVISION 


THREE RIVERS STADIUM 


ВИЧ COWHER 
1992 


bee 


Tune into ABC’s Monday 
Night Football game 
and your favorite 
commentators. 


like the real thing, it'll be 
hosted by Al Michaels, 
Frank Gifford, and Dan 
Dierdorf, along with Brent 
Musburger апа Lynn 
Swann. On the field, you'll 
get the licensed NFL teams, 
stadiums, and '96-season 
rosters. To ensure realistic 
game play, OverTime Sports 
used motion-capture tech- 
nology to translate the 
moves of real-life All-Pros. Look for Monday 
Night in the fall, along with OverTime Sports’ 
upcoming і 
There's more college football competition 
in b 
one of a whole new line of Windows 95 sports 
games from Mindscape’s Sports Authority 
brand. Due in early August, Showdown lets 


Play big-league hoop in Microsoft's NBA Full Court Press. 


you choose between arcade play or coach 
mode. 
also offers arcade-style play, this time with 
motion-captured players. The madness starts 
in November. 

On the pro sports side, there's Mindscape's 


‚ which, like Monday night, uses 
motion-capture for realistic movement. 
Create your own dream team by assembling 


players based on more than 40 real-life All- 
Stars, including Hank Aaron, Babe Ruth, 
Willie Mays, Ty Cobb, and Greg Maddux. 
The game is scheduled to ship in October. 
Mindscape also brings the dream-team no- 
tion to golf in К 
featuring the world's most challenging holes. 
Tee off in September. 
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Summer Games 


W ith the 1996 Summer Olympics 
scheduled for July, Interactive 
Magic and U.S. Gold are cashing in with 
computerized versions of the Games. 
U.S. Gold has a pair of new titles cele- 
brating the Olympics: Olympic Summer 
Games and Olympic Soccer, both due in 
June. Summer Games covers 15 events, 
including various track events, weightlift- 
ing, swimming, fencing, archery, and 
shooting. You'll be able to compete in 
each event in three modes: Tournament, 
Arcade, and Challenge. Olympic Soccer 
uses the same engine to let you match up 
32 international teams. 


mea ғ”; 


You can go for the gold in Olympic Summer 
Games. 


In Interactive Magic’s Bruce Jenner's 
World Class Decathlon, you play one of 
eight competitors going for the title of 
Best Athlete in the World. You can cus- 
tomize your athlete's body characteristics 
and abilities before you begin the two-day 
competition mode or full-season mode. 
Gold-medal Olympian and world cham- 
pion Bruce Jenner is your online coach. 
Decathlon is due at the end of June. 


Bruce Jenner will coach you in Decathlon. 


While Microsoft's baseball game has been 
sent down to the minors, its Win 95 basket- 
ball game is due in October. 

will use plays from real NBA coaches, 
and the company’s PlayerNet technology will 
et you go five-on-five against real players. Ш 


One intergalactic space surfer, 


one totally thrash invasion fleet, 


one killer babe. . . 


к CATCH THE WAVE APRIL 1" 


Games Get 


Now that you can 
play your favorite 


games against emember playing Monopoly on rainy days? 

real peopl e over Your girlfriend ran the bank, so when you 

the Internet, you'll were down and out, she slipped you a grand. 

Then there was that dork who drove the hard 

never have to bargains. And you were always so insanely 
kill a dumb lucky as the hat. 

monster a gai n. Monopoly was a social experience—most games were—un- 

til the computer arrived. Then we started playing against so- 
called artificial intelligences, or dumb machines. We puzzled at patterns in Tetris. We killed stupid mon- 
sters in Doom. But in Doom's Deathmatches—multiplayer competitive Doom—we got to blow away 
real people, an activity so popular that Doomheads crashed office networks around the country. 

Killing real people virtually was more satisfying than killing stupid monsters, because it was a 
real challenge. Yet the market for network games remained small—who has a LAN at 
home?—so networking was, until recently, mostly an afterthought in game design. 

Now, though, your phone line promises to deliver multiplayer versions of the best games 
on the market, opening up this experience to anyone who wants it. 

Imagine playing Monopoly by yourself. It sucks. But fire up the CD-ROM version and 
connect with other people over the Internet, and it becomes the real thing—an authentic 
social experience like the one you remember from that rainy day. 

Burt was in Austin, Jane was in Los Angeles, I was in San Francisco, and we talked and 
bought properties, all very amicably. Until Burt started bargaining like a dork. And that's 
when the game got interesting, because the complex social experience of bargaining is the 
heart of Monopoly. Insanely lucky as a rocking horse, I traded for the orange properties, built 
hotels, and—three hours after we started—bankrupted my opponents. 
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New Internet gaming services 
like TEN let you Duke it out. 


T 


d 


> 


” 


YS 


a 


You can play Monopoly over the Internet 
for free if you have at least a 14.4Kbps modem 
and your own Internet account. Hooking up, 
though, still isn't a simple operation, and it 
doesn't always work. You slip the disc into 


FER 


— Total Entertainment Network 


your drive, click on the Monopoly icon, start 
your Internet connection, then click on the 
Wcehat icon, which comes with the game. 
Wchat opens a window to a Westwood 
Studios chat room on the Internet where peo- 
ple talk via text messages and exchange tem- 
porary ID numbers known as Internet 
Protocol addresses, so a game can begin. 
Once you're up and running, Monopoly's 
move-based game play works well over the Net. 
But what if you'd rather blast than bargain? 


Looking for Some Action 
The Internet is chaotic, and games like 
Doom require a stable network environ- 
ment for multiplayer contests. If the Net 
can't deliver information from one com- 
puter to another in less than 1/5 of a sec- 
ond—reliably—these games are no fun for 
more than one player. 

One critic, whose online flight sim attempt 
failed last year due to low Internet reliability, 
has a very real complaint: *If you're chasing a 


plane, you don't want to see it jump plus or 
minus two miles." That kind of thing has 
happened often on the Net in the last couple 
of years—undermining the popularity of Net- 
based action games. 

But now, several online operations—TEN, 
XBAND, Mpath, and DWANGO—lead the 
pack of companies promising to rewrite the 
Net-gaming equation. For about $2 an hour 
ora flat fee of about $20 a month (if you have 
а 28.8Kbps modem, Windows 95, and a PPP 


ith the rise of multiplayer gaming over the Internet, game de- 
W velopers everywhere are working on ways to create successful 
multiplayer games. Perhaps no one is working harder, or thinking 
more carefully, on this topic than Peter Molyneux, head of Britain's 
renowned Bullfrog. 
Now a division of game giant Electronic Arts, Bullfrog is working 


voiceless. “You end up following this bloody smart-ass around for 
hours, feeling like it’s impossible to ever get to [a certain] level? 

One solution that could help with Internet versions of regular 
games is to let players practice offline, then join a group game when 
they feel up to the challenge. 

But there are other questions, too. “How do you get [20] people to 


on a number of Internet-based multi- 
player games. In fact, all but one of the 
company’s new titles will be multiplayer. 
The release of the highly anticipated 
Dungeon Keeper (see Guided Tour, PC 
Entertainment, February 1996, page 41), 
for example, will be followed within three 
months by Dungeon Keeper Internet, 


Molyneux promises. 
Dungeon Keeper Internet will let you | І 
play alone to build experience and create x ee or^ 


7%; 


play for 20 hours without the entire 
system crashing when someone logs 
off?" Molyneux's answer to his own 
question: Let the computer play for 
them when they're not around. That 
way, you could rejoin the game with 
the anticipation of learning what hap- 
pened while you were gone. 

The problem is how to create a com- 
puter player sympathetic to the way a 
person plays. Standard computer play- 


dungeons, then upload the latter to the 
Internet. Opponents can invade your 
dungeons and battle your creatures in ei- 
ther first-person or strategic mode, says Molyneux, and the game will 
support up to 64 different dungeons at once. 

Exciting possibilities aside, Molyneux admits to worrying about 
how multiplayer Internet games will work. Text-based MUDs (Multi- 
User Dungeons) have been running for more than a decade, he points 
out, but still haven't caught on in a big way. 

“You get bullies-it's intimidating; he says. Molyneux likens joining 
an online game to being the new kid at the playground. It's actually 
worse, he says, because online players are nameless, faceless, and 


Dungeon Keeper Internet will let you build dungeons 
offline, then play through them with opponents on the Net. 


ers won't work, he explains; the trick is 
to get players to believe they're playing 
against a human. “It’s dead easy to 
make [computer players] really, really good;’ Molyneux says. “It's mak- 
ing them seem natural that's tough?" 

He should know. Since 1992, Molyneux's been working on behav- 
ioral cloning techniques designed to create and modify a computer 
player to mimic the style of a particular human being. Does it tend to 
run away from a fight, for example, or blindly charge into danger? 

Solving these issues could produce a strange new mix of human and 
computer intelligence. “It’s spooky)’ Molyneux chuckles. “The game 
would play all by itself, 24 hours a day, humans or not” -Fredric Paul 
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WartHog She-Devil 


.URNGO TU Interface v2 B1 
Team 570 


Sleuth 


Paul's Palace 
Game Offer, 2-4 Players 
1 Waiting for 1 Player 


r, 
POD - maybe they 


or SLIP connection to the Internet), these 
companies will connect you with human op- 
ponents and fast action over a phone wire. As 
DWANGOS Bob Huntly puts it, “We sell 
competition.” 

More of an adrenaline rush than text-based 
RPGs (a la GEnie's Gemstone), and easier to 
connect and more complex than head-to-head 
matches via a modem connection, this is auto- 
matic, multiplayer gaming, anytime you want 
to fill Duke Nukem’s 3-D combat boots. 
Here's the setup for Duke, for example: 
You log onto TEN, talk to other gamers in 
special Duke Nukem chat rooms, invite com- 
patible players or accept invitations, and let 
the action begin. 
You'rea happy Duke now that you've tossed 
your pipebombs into the elevator. You step 
back and wait. Your finger is poised to press the 
red button in front of you, triggering the bombs. 
Another Duke, controlled by a fellow human, 
calls the elevator. Down it goes. You press the 
button. BOOM! You've turned Jane into ham- 
burger, but you know she’s being reincar- 
nated—sitting at her computer in some other 


Get Ready to ENGAGE 


is September, a joint venture of game de- 
Å veloper/distributor Interplay and other in- 
vestors plans to establish ENGAGE Games 
Online. Founded by Jeff Liebowitz, who also 
started the pioneering online gaming service 
that eventually became The ImagiNation 
Network (INN), ENGAGE will be available via 
America Online and Prodigy, as well as the 
Internet. Apparently, working with the online 
services simplifies billing and other issues: 
ENGAGE will be covered by the services’ al- 
ready relatively hefty access fees. Internet 

| pricing has not been set 
Interplay owns the rights to several hot 
games-from Descent Il to Stonekeep—but 
ENGAGE will also offer games from other 
“companies. To find it, search for ENGAGE on 
AOL or Prodigy, or head to www.gameson 

line.com on the Web. 


Mplayer's interface is designed to 


| make it easy and accessible to 


enjoy multiplayer online gaming. 


time zone—and now she's out for revenge. 

You also know Jane's going to fight like 
hell to get that revenge. And she may do 
something you never expected, because she's 
no dumb monster. She may even be as devious 
and twisted as you are. 


Easy Access 

“People have very good AI built-in,” says Scott 
Miller, president of Apogee, maker of Duke 
Nukem. Then he laughs, *Most people, at least." 

Although killing a human-controlled charac- 
ter takes more thought than repeatedly exter- 
minating the same monsters in the same spots, 
setting up a multiplayer deathmatch ought to be 
as easy as turning on the TV. So XBAND, 
Mpath’s Mplayer, TEN, and DWANGO have 
promised to provide something close to one- 
ick access to human competition. 

You will, if you haven't already, find con- 
nection software from the four services on the 
newest game CDs. The goal is that with one 
ick, your computer will dial in, log on, and 
show you who is available to talk to and play 
gainst. You'll even be able to play multi- 
layer shareware that you downloaded free. 

Of course, there may still be a few bugs in 
the system. Many clicks I tried this spring pro- 
uced nothing, for instance. I downloaded 
DWANGO's DOS software from the service's 
Web site (www.DWANGO.com), then spent a full 
hour trying to configure and log on. When I 
inally succeeded, I found DWANGOS chat 
room empty; there was no one to play. 

That'll change. The people who run 
DWANGO are heavily advertising to attract 
players to their chat rooms. And the com- 
pany’s not alone: Each online gaming service 
hopes its software, infrastructure, and cus- 
tomers will make the best games even better 
over the Internet. 


Ci 


m 


Of all the gaming services, TEN is the most 
like an Internet service provider, comprising 
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BG 1687 6: DUnNGO 


It's not pretty, but it's how you set up games 
on DWANGO. 


an interface with a Web browser and e-mail 
capabilities. Its purchase of Software Crea- 
tions, a large shareware repository and web 
innovator, gives TEN an advantage in creat- 
ing a Web site that makes it easy to find 
other players. TEN will be bundling its soft- 
ware with games specially optimized for its 
service—like Duke Nukem 3D and Shadow 
Warrior—which you can tap into directly or 
from any *TEN-approved" Internet service 
provider. To earn this designation, ISPs must 
commit to creating fast links from their 
computers to TEN's backbones. TEN will 
also give subscribers gaming news and host 
competitions. 


Ghoosing Your Service 


hat to look for in an online gaming. 
service: 
ш Each service should have a free trial 
period. If it doesn't, don't try it. 
m Each Web site should recommend differ- 
ent Internet service providers, or offer you 
service. 
m If the first service you try doesn't work 
easily, try another, because a no-brainer 
connection is the only way lots of players 
will show up. 
w Make sure the service provides competi- 
tion at any given moment. 


With heavy backing from venture capitalists, 
TEN is believed by many to be the strongest 
player in the field. As Miller puts it, “TEN has 
got its act most together.” That’s why Apogee 
offers Duke Nukem only on TEN. 


Mplayer 
While TEN works much like an ISP, Mplayer 
plans to be more like a Web site, linked to many 
sites throughout the Net. The service hopes you 
will click the “Play Now” button on Mplayer 
screens to automatically launch into multiplayer 
games. When it launches later this year, the site 
will measure the speed of your Internet connec- 
tion, so you'll know which games you can play. 
In the belief that “the game is the thing,” the in- 
terface will be kept minimal. “Who thinks 


los Angeles; CA 


Say Your Prayers 


XBAND Level: 
Purple Belt 


XBAND will hit the Internet later this year. 
For now, it's strictly a modem-to-modem 
connection. 


about the phone company when they place a 
typical call? Nobody," says Mplayer's head of 
design, Brian Moriarty. 

То keep communication among players 
simple, Mplayer plans to upload small pieces 
of code to your PC. The company has also se- 
cured *prioritized gaming packets," meaning 
that game information goes ahead of e-mail 
and anything else over the wires it travels. 

Expect more changes as the service evolves, 
since Mplayer is, as Moriarty puts it, the only 
service actively pushing for large “socially in- 
teractive entertainment experiences," includ- 
ing real-time voice chat. 


DWANGO 
DWANGO began by bundling its software 
with id Software’s massively popular 
Doom. By early 1996, the service was a sys- 
tem of local game servers spread across 25 
U.S. cities, plus one in Tokyo. To use 
DWANGO, simply click on the DWANGO 
icon on your screen and your modem will 
connect to the server you've designated at 
setup, where you can chat with other play- 
ers, hook up, and play. 
These matches are not played via the 
Internet per se, but only between those di- 
aled into the same server. This should 
change in late '96, when DWANGO plans 
to link all of its U.S. servers into a national 
system. Once that happens, DWANGO will 
be a much easier place to log on to, hang 
out in, and kick butts on. Still, big draw id 
Software has since opted to align with 
XBAND. 


XBAND 


A reliable, growing concern for Sega and 
Nintendo systems since November 1994, 
XBAND is now taking its experience to 
the PC. 

Here's how it currently works: You meet 


КА 


yer list 


Karate Boh 


New York, NY 


let's get this 
over with! 


XBAND Level: 
Blue Belt 


an opponent in an AOL-like environment, 
look at each other's stats, chat, and agree to 
play, at which point your modem automati- 
cally dials the other person's phone number. It 
works. It's fast action. Only two can play, but 
locally, it's free. 

Though XBAND plans to take its service 
to the Internet, the company’s executive vice 
president of products, Konstantin Othmer, 
worries there may still be “too much goo” be- 
tween players on the Net. To keep the data 
flowing, the service has hired private wires 
that it claims will guarantee excellent gaming 
rom any Internet service. 

Still, you may want to stick with 
XBAND and your local phone company 
or your fun. That’s especially true if you 
ike fighting games, which may never be 
layable over the Internet due to speed 
constraints. 


/ 


Мау the Best Games Win 
Right now, everyone wants to get games on 
the Net, and there are sure to be more deals 
announced, more games going online, and 
even more Net gaming services joining the 
ray. For Windows 95, Microsoft's upgrades 
to its DirectPlay technology (see news story, 
page 19) are designed to make the process 
easier, further expanding what many in the 
industry describe as the next frontier. 

For the moment, though, how much 
un you'll have playing online depends on 
whose sandbox you play in. 

Yes, computers still make it possible to 
have fun on your own, but this could be the 
year you decide stupid monsters are no longer 
much fun to kill—not after you've tasted vir- 
tual human blood. п 


Jeffrey Goldsmith (wordz@sirius.com) 
writes fiction, designs games, and works as 
a journalist. 


Who’s Got What 


XBAND 
www.xband.com 
408-777-1500 

Price not available 

=S GAMES: Command & 
Conquer, Diablo, Doom II, 
Hardball 5, Hexen, Locus, 
MechWarrior 2, Pax Imperia II, 
SimCity 2000, Super Street 
Fighter Il, The Ultimate 
Doom, Warcraft II 


Mplayer 
www.mplayer.com 
408-342-8800 
Approximately $12.50/hour 
=S GAMES: Chaos 
Overlords, SimCity, 
Terminal Velocity, 
Witchaven 


TEN 
www.ten.net 
800-804-0836 
$750/month, credited 
toward usage fees of 
$2.50/hour using a TEN 
access number or $1.25/ 
hour using another Internet 
connection. Flat-rate plans 
under consideration. 

= GAMES: “Big Red 
Racing, *Blood, CivNet, 
*Deadly Games, *Duke 
Nukem 3D, *Falcon 4.0, 
Magic: The Gathering, 
Masters of Orion ІІ, "Shadow 
Warrior, SimCity, Space 
Traders: 2525, Terminal 
Velocity, Top Gun, Total 
Mayhem, Warcraft 11, World 
Circuit I-1995 

*exclusive 
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DWANGO 
www.DWANGO.com 
713-467-0405 
$795/month, including five free 
hours. Additional time: $19.95 
for 10 hours, $34.95 for 20 
hours, or $59.95 for 40 hours. 
Thirty minutes free for new 
members. Lobby time is free. 
= GAMES: Doom, 

Doom II, The Ultimate Doom, 
Heretic, Hexen, Terminal 
Velocity, Witchaven, 

TekWar, MechWarrior 2 


Westwood 
Studios 
www.westwood.com 
800-874-4607 

Free 

= GAMES: Monopoly 


A New Gombat Experience 
from the Creators of Ultima Underworld™ 
and System Shock™ 


N ККЕ Taree EIR 


Download our demo at 
http://www .lglass.com 


A Looking Glass Distributed by Virgin 
Technologies Interactive //72 
Production Entertainment, Ine. 


(01996 Looking Glass Technologies, Inc., Cambridge. МА. 
Terra Nova, Looking Glass and the distinctive logos are; trade- 
marks of Looking Glass Technologies, Inc. Ulfirna Underworld 

1 & П and System Shock are trademarks of Orgin Systems, Inc. 
All rights reserved. } 


Available at major retail outlets or to order direct call: 1 800 360 7455 


STARRING MICHAELDORN : ^" 


MISSIO 


` Salvage’ с * rld Explore a Full-motion .video, 
Ы crippled starship, encounter and survive vast alien civilization, aliga wormhole,. seamless, smooth-scrolling 3D, and ' 
dramatic battles in deep space. and decide the fate of mankind. layered sound effects with music. 


Get your copy of Mission Critical at these fine retailers: 
Babbages Best Buy Computer City CompUSA Egghead Electronics Boutique — Fry Electronics Media Play Software Etc. 


САМЕ OF THE YEAR 


- - JERRY POURNELLE, BYTE MAGAZINE, 1996 | 


"OUTSTANDING AND SUSPENSEFUL... 
. . BEAUTIFUL VISUALS AND 
THOUGHT-PROVOKING PLOT." 


- PC GAMER, 1996 


“А MUST-HAVE FOR _ 
STAR TREK FANS!" 


- STRATEGY PLUS, 1996 


“ENGROSSING.” - 


'. - USA TODAY, 1996 


г “F YOU MISS THIS GAME, $ 
YOU WILL MISS ONE OF THE BEST 
ADVENTURES OF THIS DECADE." 


a COMPUTER САМЕ REVIEW, 1996 


THE ULTIMATE GAME 
7 ‘OF. SURVIVAL 
LEGEND" 


„ENTERTAINMENT COMPANY 
1 Distr buted by Ran indomSoft 
- A division of Random House, Jnc. 


Strategy Guide Available from Prima Books. 3 CD-ROMs 
Also play Shannara from Legend Runs under MS-DOS? 


or Windows®95 


© 1996 Legend Entertainment Company. All rights reserved. Mission Critical is a trademark of Legend Entertainment Company. 


By Steve Klett 


Now you know: 
Demon corpses 
that are reani- 
mated and given 
the ability to cast 
powerful magic 
are called Bone 
Demons. 


You won't have to take 
on Diablo's minions all 
hy your lonesome, 


The Flamewall spell creates 
an instant barbecue out of 
nearby enemies. 


Step inside а 
new kind of RPG 
from the makers 


abilities, trade items you find below 
ground, and purchase more powerful 
weapons. 

You play the Windows 95-native 
game from a three-quarter overhead 
view, rendered in stunning Super VGA 
reminiscent of Crusader: No Remorse. 
The graphics are designed to over- 


he epic struggle be- 
tween Orcs and Humans in 
Blizzard's Warcraft II strat- 
egy game took the world 
of computer gaming by 


storm. Not content to rest 
Diablo's world. At the same time, the 
isometric perspective lets you see 
physical changes in your charac- 
ter as you pick up new weapons, 
armor, and magical items. 
Other RPGs, such as 
Betrayal At Krondor, may offer 
similar playing perspec- 
tives, but Diablo ups the 
ante with an intriguing 
new multiplayer element. 
At least four players 
(and perhaps as many 
as eight) will be able to explore 
Diablo's passageways at a time. 
While the focus will be on 
working together to solve the 
various puzzles and kill a 
host of evil creatures, you may 
also have to compete with your 
"friends" for special 


on its laurels, the company 
now hopes to revitalize role- 
playing games with Diablo. 


That might not be as hard as you 
think. Mixing traditional computer 
role-playing games, pen-and-paper 
RPGs, and a Crusader: No Remorse 
look, Diablo is a game unlike any 
you've ever played before. 

Here's the story: As the game be- 
gins, you are transported to a medieval 
village plagued by an unknown evil 
and shrouded in darkness. There you 
discover that your family has been 
murdered and the town decimated. The 
few survivors speak fearfully of the 
source of the destruction: a desecrated 
temple at the edge of town. Bent on 


of Warcraft Il. 


whelm your senses and draw you into 


and weaknesses. For- 
tunately, being a 
fighter won't stop 
you from casting 
the odd spell or us- 
ing that awesome 
magic item you 
find; you just won't be able to use 
magic quite as well as a wizard. In 
classic RPG style, you can save charac- 
ters to use in multiple games, becoming 
increasing powerful along the way. 
Fighting takes place in real time, a 
switch from the turn-based com- 
bat schemes found in most 
RPGs. The result is not only 
a more satiating visual 
feast, but also more 
compelling game 
play. You've got 
to think smart, 
but you've also 
got to think on 
your feet. 
Finally, while most RPGs 
are good for only one play- 
through, Diablo features a 
random level-generator that 
Changes the design of the 
‚. labyrinth—and the location 


Magistrates are 
Diablo's most trusted 
advisors—and the 
most powerful magic 
wielders in the game. 


vengeance, you enter the temple and items and weapons. es RUN of all its items—each time 
wander the dark passageways Ое ее ар to 1211 swordsmen. They are you play a new game. That 
vast labyrinth beneath it. |; an eye out, too, be- 00000 should give it an unprecedented 
Nothing will stop you | E cause fellow 000000 level of replayability. 


from finding and destroy- * 
ing its evil lord, known ` 
only as Diablo. 

If youre a 
bit claustrophobic, 
don't worry. Fortunately, 
throughout your quest, you can 


players can quite literally stab 
you in the back. Even better, 
players will be able to go off 
2 and explore on their own— 
even on different levels of the 
labyrinth. (Like Warcraft II, Diablo will 
include a "spawning" feature that lets 
. multiple players share a single 
copy of the game.) 
You can play as a fighter, 
an archer, or a wizard—each 
with its typical strengths 


new skills and new infor- 
mation, improve 
your fighting The four-armed serpant Magi 


and spelleasting an attack with two swords 
while casting spells. 


For a closer look at a new kind of 
RPG, climb aboard our Guided Tour. 
You'll meet some of the more than 100 
monsters that inhabit Diablo's halls, and 
get a peek at a few of the miniquests 
scattered throughout the game. Diablo 
should hit shelves by the end of June. 
Look for it—if you dare. (Blizzard; 800- 
953-7669, Win 95; street price $50) 
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Careful snooping will uncover 
a mysterious book on a 
pedestal. The tome reveals the 
location of a mythic "nova" 
spell. Unfortunately for you, the 
secret of the spell lies in an- 
other book beyond The Bone 
Goat Demons x í ' Chamber-a room 
form the bulk LY EE vis REE à ; packed with blood- 
of Diablo’s thirsty demons. Fight 
E EE your way through to 
powerful зэ... the book, and you will 
humanoids learn how to generate 
attack from a wall of flame that 


a distance consumes everything 
with bows; : -X in its path. 

others 
brandish 
nasty spiked 
maces. 


Do enough exploring and you'll encounter The Butcher' Lair. In this 
blood-soaked chamber, you'll do battle with a buffed-up Overlord 
Demon armed with a nasty cleaver. Slay him and the cleaver is 
yours. This meat ax does double damage to anything it hits. 


Skeletons are fairly smart but 
shatter easily. Most carry 
axes, hut some also wield 
hows with deadly aim. 


Smarter and stronger than 
your average skeleton, 
Skeleton Captains inspire 
their brethren to fight more 
fiercely. Kill them first. 


The Succubus is a seductive 
she-devil with a nasty surprise. 


The brutish 
Overlord demons 
keep lesser 
demons in line. 
They're strong, 
but slow. 


Physically, Mega-Demons are the 
strongest creatures in the game. 
Watch out for their flaming breath. 


The four-legged Acid Beast hocks loogies that eat through armor, 


flesh, and bone. 


In addition to a wizard, you can wander 
Diablo's lair as an archer or knight. 


While visiting the town's General Store, you learn that a caravan 
carrying treasure for the king has been ambushed and a piece 
of a meteoric metal, rumored to have magical properties, has 
been stolen. Find the metal, and the town blacksmith will fash- 
ion you a ring with the power of night vision. 


Watch out for 
the terrifying 
charge of these 
rhinoceroslike 
demons. 


Magma Demons are 
magically animated 
lava monsters that 
can toss chunks of 
themselves to create 
deadly explosions. 


The Fallen are the weakest demons you'll fight. They act tough 
in packs but scatter when frightened. The Fallen armed with 
scimitars and shields are tougher than those with spears. 


Visit the Town tavern enough times and the proprietor Storm Lords are 
will tell you the tale of the Skeleton King. Evidently, giant demons 


Diablo has resurrected an ancient king who is re- 


capable of hurling 
deadly lightning 


sponsible for generating all of those pesky skeleton у bolts. They аге 
warriors you keep bumping into. You are asked to slay Ў extremely dangerous 
this king, and when you accept, a secret door opens in 3 "4 in close combat. 
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the labyrinth that gives 
you access to his domain. 

If you manage to kill 
the formidable ruler 
(hint: don't try itas a low- 
level character; beef 
yourself up first), you 
will reap the following 
rewards: 

(1) A powerful skele- 
ton-bashing mace. 

(2) No new skeletons 
will be generated to re- 
place those you kill. 
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Black-and-white is beautiful 


Noir 
By Bill Meyer 


any games have borrowed from film 
noir to evoke the slimy underbelly of 
urban life. Few, though, have really 
done their source material justice. 
Despite their beautiful, back-stabbing divas and 
cold-hearted Joes, digital knockoffs like Who 
Shot Johnny Rock? and Angel Devoid usually 
end up as pale parodies of the original films 
done up in colorful computer graphics. 

Judging from what we’ve seen, Cyberdreams 
aims to break the mold. This fall, the company 
will pay true homage to a classic genre with the 
hard-edged suspense thriller Noir. The game 
will revive not only the seedy backstreets of 
1940s Los Angeles, but also the moody, black-and-white light- 
ing that gave the original movies their dark glamour. 

This first-person thriller casts you as the colleague of Jack 
Slayton, a private-eye who, along with torch singer Joan La 
Fontaine, disappeared under questionable circumstances. To find 
the missing pair, you must reopen six of Slayton’s current files, 
which include an assortment of bizarre murder and missing-per- 
son cases. True to the gritty genre, you will do all of your snoop- 
ing in the heat of night. 

On the trail, you'll travel 


Cyberdreams 
818-225-1049 


Developer: Three-Space 


Platform: Win 95 CD 
Available: Fall 


sani 


Take a step back in. : 


throughout L.A., interact- 
ing with all walks of life. 
One of the first people 
you'll meet is Agnes Simon, 
the bitter, aging starlet who 
hired Slayton to find her 
missing роосһ, the famous 
Wo-Tan the Wonder Dog. 
You'll also rub elbows 
with millionaire playboy 
Charles Winthrop to solve 
the mysterious death of his 
prize pony, Pegasus, who 
was enjoying a winning 
streak at Santa Anita be- 
fore an untimely demise. 
You might choose to inves- 
tigate a spy ring at the his- 
toric Bradbury building, or 
delve into the opium dens 
of L.A/s Chinese under- 
world. Before you know 
it, your snooping for dogs, 
rare books, war plans, 
and Slayton, among other 
things, could lead you to an 
international crime ring 
with connections to the 
Third Reich. 

To make sure the 18 


Despite its black-and-white graphics, Noir is filled with 
vibrant visuals. 


classic locations—from Union Station to the Santa Anita 
Racetrack to the Los Angeles Piers—look authentic, writer/di- 
rector Jeff Blyth, producer Dave Mullich, and developer Three- 
Space filmed on location at some 20 landmarks. Painstaking doc- 
toring of existing exterior and interior locations by Hollywood 
set-dressers and the use of archival film and photographs in the 
game environments have removed all traces of modern life. 

Yet, despite the risky choice of black-and-white graphics, these 
environments are far from dreary. Ironically, the game’s noirish 
nightscapes were photographed in color during the day. After de- 
veloping and digitizing them, Three-Space carefully reduced the im- 
ages to black-and-white, then tweaked them with software to cre- 
ate vibrant nighttime environments marked by distinct contrasts. 

Amid this retro-splendor, you can expect pretty standard 
adventure-game play. Solving each case will depend largely 
on your gaining information from a dozen or so characters 
and logging it in your journal. Once a contact tips you off to 
a new place, you're off to explore it, spying on other charac- 
ters and interrogating new suspects via pithy full-motion- 
video sequences. Along the way, you'll pick up a few items to 
permanently add to your inventory, such as spare change to 
call a helpful informant for advice. 

Noir’s vintage look and feel are sure to please genre enthusi- 
asts. With any luck, this stylish creation will deliver enough game 
play to appeal to veteran adventure gamers as well. 


What would a good my: 
tery be without a gun? 
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Suck Their Brains Out! 


Today’s hottest action in computer gaming is head-to-head You'll also get LapLink, the number one high speed file 


competition between linked PC's. Ве а part of the — transfer software to get you started. Get ready to 


action with Head-2-Head, the all-in-one match your skills against your favorite 


power-pumping kit! opponent... and leave WEZ.) 


You get a specially designed 30 ft. — them mindless! 


cable that'll connect your PC with your eI СЕ 5 Z= | 


friend's PC acress the room, plus a CD loaded with usce adn 
today's greatest multi-player shareware games. kr USA 85260-1750 


Sierra's next big adventure — 


RAMA 


By Steve Klett 


t's certainly no surprise that the game 

Sierra is billing as its biggest of the year 

is an adventure game. What the prod- 

uct's based on and who's developing it, 
though, are a bit more unusual. 

RAMA is Dynamix’s first adventure 
game, and thus stands out from the com- 
pany’s previous efforts—mostly action/sim- 
ulation titles such as the EarthSiege series, 
the A-10 Tank Killer series, and Red 
Baron. Dynamix is doing its best to charge 
into the new genre by basing its game on 
Arthur С. Clarke and Gentry Lee’s popular 


må 
Ф 
Ф 
а. 
x 
© 
Ф 
S 
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sci-fi series RAMA, which should help give 
the game a strong, compelling story. 

RAMA is set 200 years in the future, when a gigantic cylindri- 
cal starship dubbed RAMA arrives in our solar system from un- 
known origins. Earth sends an expeditionary 
squad of 12 astronauts to rendezvous with 


RAMA, enter its dark core, and discover its \ Å \ 

purpose. When the leader of the expedition B 

suddenly dies in the early stages of the mission, 3 
ES 


RAMA 


Sierra On-Line 


a replacement is sent. That replacement, of 
you'll encounter a variety of alien 

а PT 
learn that RAMA is threatened 

your own col- 
800-757-7707 } i ; You will navigate RAMA’s 
Platform: Win 3.1/Win 95 CD, Mac CD, лер ле 

spective similar to Myst. If our 


course, is you. У 
As you explore the ship's enormous depths, 
races—some of them danger- 
ous, some of them not. You'll 
with destruction, and you must act decisively to 
save both this mysterious, wondrous ship and 
leagues trapped 
VA within its hull. 
р i 
“ез. " a 8 
D 4 å 3-D graphical environment via 
Developer: Dynamix ams $ 
a step-based, first-person per- 
PlayStation 
Available: October 


early look at the game is any 
indication, RAMAS technical 


environment 


merits will equal those of the story. The game will ship on 3 discs 
holding more than 3,000 screens of exquisitely rendered, high- 
resolution art that does а remarkable job of conveying а 
sense of vastness and foreboding. 
Interactions with alien races are portrayed 
through sharp, smooth animated 
video sequences that mesh seam- 
lessly with the background art. 
Dynamix is putting a lot of ef- 
fort into making it difficult to 
notice when video sequences 
start and end, and it shows. 
The company's also working hard to 
ensure that КАМА% myriad puzzles are both challenging and 
logical, so you don't have to resort to trial and error to find 
the right combination of inventory items or lever pulls to keep 
going (a common practice in Sierra adventure games). Puzzles 
will also be structured around the cultures of particular alien 
races, so careful observation of the species’ rules and customs 
will be key. 

Using Sierra's Web site, Sierra and Dynamix plan to add 
context-sensitive help that'll be accessible from within the 
game. Better yet, you'll receive help 
based specifically on where you are 
in the game. 

RAMA fans will also be 
happy to know that Arthur 
C. Clarke appears in the 
prologue, death scenes, and 
finale, narrates the intro- 
duction, and provides hints 
throughout the estimated 
60-hour-plus game. 

Sierra's confidence in the product runs so deep that 
it’s already begun work on RAMA II, and there are 
tentative plans for RAMA III, IV, and V. In the mean- 
time, look for RAMA to travel to a store near you in 
October. 


Sierra's RAMA is based 
on the novel РАМА /І, 
the second of four 
RAMA books currently 
available. The series 


spans 22 years of pub- 
lication and has sold 
more than 7 million 
copies in 20 countries. 
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Canada only. Add $5 Shipping and 
Handling for 2-day air in the continental US. 


visit us on the web... 


or Call 408-428-9920 
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Subtle differences such as curved 
walls will enhance Crusader's already 
impressive playing environment. 


Crusader: 
No Regret 


Electronic Arts 
800-245-4525 


Developer: Origin Systems 
Platform: DOS CD 
Available: August 


He's big. He's BAD. And he’s red. | 


Crusader: No Regret 


By Steve Klett 


ith a fresh perspective, sharp Super VGA 

graphics, cool death scenes, and more story 

than your average action game, Origin’s 

Crusader: No Remorse was an instant hit. 
And what does Origin do when it's got a hit on its 
hands? It makes a sequel, of course. So prepare yourself 
for Crusader: No Regret, which should hit a store near 
you late this summer. 

Crusader producer Tony Zurovec cautions that No 
egret, based on No Remorse's game engine, will not be 
a full-blown sequel—in fact, he actually calls it Crusader 
.5. A “real” sequel with an all-new engine is in the 
works for 1997, and is currently titled Crusader: No 
Mercy. (Sounds like good fodder for a series of Steven Seagal 
movies, doesn't it?) 

Whatever you call it, No Regret is great news for Crusader 
ans, since it will provide 10 brand-new mayhem-packed levels 
filled with even more eye candy, character development, and 
story than the original game. To bring you the scoop, PC Games 
opped down to Dallas to visit the set where the game's video 
footage was being shot. 

In No Remorse, you played the part of Silencer, a former 
member of an elite military group belonging to the evil World 
Economic Consortium (WEC), led by the maniacal Commis- 
sioner Nathaniel Draygan. 
As the game opened, you 


Blast your way through 10 
massive new levels. 


realized that you'd been playing for the wrong team, so you 
joined the rebel cause to try to redeem yourself. Clad in bright- 
red armor and armed to the teeth, you battled your way through 
15 levels, blew up a space station, and became a major thorn in 
Draygan’s side. At the end of the game, you escaped in a rescue 
pod with the overly confident Draygan doing his best imitation 
of Snoopy’s “ГЇЇ get you, 
Red Baron." 

No Regret picks up 
exactly where No Remorse 
left off, with Silencer's 
pod captured and taken to 
a base on the moon. Of 
course, being Silencer, you 
manage to steal a weapon, 


Great pyrotechnics ensure that No Regret's video sequences 
are as action-packed as its game play. 


kill your guards, and begin kicking the ass of Draygan's minions 
all over again. Before all is said and done, you and Draygan him- 
self will exchange pleasantries. 

If No Remorse had a weakness, it was that its story was not 
tightly woven into the game. Video clips advanced the plot, but 
mostly at the beginning or ending of a mission. This time around, 
you'll get a number of video messages during game play that'll 
provide you with vital information about your current mission 
and the game's plot. 


| No Regret will also feature textured walls. 


Of course, there will also be several new enemies to fight, in- 
cluding the WEC's elite Space Marines and mechs that morph 
from seemingly innocent objects like a vending machine into in- 
stant death if you're not careful. 

No Regret's graphics will feature a number of subtle im- 
provements designed to further enrich Crusader's isometric play- 
ing environment. For example, you'll see curved walls in corri- 
dors, and walls and objects will now be texture-mapped instead 
of monochromatic. 

While maybe not quite a full sequel, No Regret will go far be- 
yond your average add-on disc—and that's welcome news for 
Silencers everywhere. 
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Produced by 
InterWeave Entertainment 
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voyeur II 


Watching ia пей enough. 


Ы. PHILIPS 


ПИСИРИП и У 


Dr. Elizabeth Duran 


The colleague and 
lover of the late 

Dr. Everett Cussler, this 
beautiful and brilliant 
scientist has it all. 
Unfortunately, that's 
why somebody 

wants her dead. 


Peter Cussler 


Everett's scheming 
failure of a son. 

His resentment toward 
Elizabeth knows 

no bounds. 


Rachel Cussler 


Everett's daughter 

and protégé, not to 
mention a sociopath 
with a taste for designer 
aphrodisiacs. 


Candace Cussler 


Driven to the brink 
by her husband 


Peter's impotence. | 


Her desperate hunger 
for passion leads 

her to the bed 

of another. 


Sylvio Donato 


Alongtime friend 
and financial advisor 
to the Cussler family. 
His intentions are not 

entirely honorable. 


Colin Meyers 


An ambitious and 
arrogant lawyer, 

he’s drawn into 
I's life of sex 


©1996 Philips Media, Inc. 
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Not your father's Zork 


Zork Nemesis 
| By Shane Моолеу |222: 


t 


he world of Zork is almost as old as the PC itself, and 
T= new generation of machines and owners brings 
a new generation of Zork games. 

When it was in its text-based infancy, Zork helped de- 
fine our ideas of computer games. So much so that even 
today—in a gaming world dressed up with '80s TV 
stars and Super VGA graphics—many a jaded ad- 
venturer longs for a game as rich and complex as 

the original Zork. 

When Zork hit adolescence as Return to Zork, 
it was one of the first games to successfully mix full- 
motion video, beautifully rendered screens, and enjoy- 
able game play. Now the series has grown into adulthood 
as Zork Nemesis. (For more information, see Guided 
Tour, PC Entertain- 
ment, March 1996, 
page 38.) 

This three-disc set 
takes all the elements 
that make a great ad- 
venture game and 


Zork Nemesis 
Activision 
800-477-3650 


Requires: 486DX2/66, 8MB RAM, 
DOS 5.0 or Win 95, Super VGA, double- 
speed CD-ROM drive 

List Price: $49.95 


may spoil you for al 
other so-called adver 
games on the market. 


GRAPHICS: 
SOUND CHECK: 


The latest incarnation of Zork once again 


redefines a top-notch adventure game. ё 5 
courtyard in front of a 


June ! 


them into one compelling 
package. In fact, this prod- 
uct is so engrossing that it 


When Nemesis be; 
you’re trapped inside a 


Solve the four elemental puzzles and you'll get a brass globe. 
Place it in the center of the “solar system" to travel to other places 
where you'll encounter more puzzles. 


Explore every nook and cranny. And take your time—the 
journey is Nemesis’ reward. 


pulls 


temple. Upon closer inspection of a hidden room, a ghostly fig- 
ure beckons you to help those locked inside the temple—a place 


the whose dark keeper is an unseen, bellowing voice known only as 
nture Nemesis. 

You learn that four alchemists—representing the elements 

gins, Earth, Wind, Fire, and Water—have been trapped by the Nem- 


esis. Hidden deep within the vast temple are puzzles and obsta- 
cles related to each alchemist. By solving them, you will help the 


huge 
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This guy could use some sun—must 
һе one of the programmers. 


alchemists regain, more or less, their 
freedom. 

You'll then be able to whisk to other 
places and landscapes riddled with 
even more enigmatic riddles—all in 
the hope of piecing together the mys- 
tery behind the Nemesis, and the a 
chemists’ grand plan. Be careful who 
you trust: Not everyone is as they 
seem, and the evil you'll confront may 
not be what you expect. 

A brilliant example of what a graphic adventure game should 
be, Nemesis is chock full of fantastic, 3-D-rendered environ- 
ments. They’re easily as glorious as what your imagination may 
have conjured when playing the text-based versions. 

Unlike most Myst clones, Zork allows 360-degree panning: 
By simply moving your mouse left or right you can smoothly 
turn all the way around to see everything. The effect is surpris- 
ingly Doom-like, only with the addition of high-resolution 
graphics. To go forward you still need to click that familiar 
arrow and flip to the next screen, but the movement is so fluid— 
rom the panning to the animated movies that play while you 
travel—that my stomach let me know that it thought we really 
were in motion. 

The only downside to all these wonderful visuals is that they 
fill only three-quarters of the screen, which may be a disappoint- 
ment for people with small monitors. But considering the limita- 
tions of today’s computing power, I'll take smooth panning over 
full-screen pictures any day. 
Supplementing the great graphics are wonderful 3-D sound 
and music. The eerie, Enya-esque mood music sets the stage per- 
ectly, as does the ambient crackling of thunder and other sounds 
that’ll have you looking over your shoulder. The interface 
couldn't be simpler: You merely point the arrow in the direction 
you want to go, and go. Whenever you come across something 
you need to interact with, the icon changes accordingly. 

Naturally, the thing that makes a game great isn't pretty pictures 
or cool sounds, but game play. Here, too, 
Zork Nemesis excels. As difficult as it's be- 
come for an adventure game to come 
up with fresh and challenging puzzles, 


The Air Apparent: The air alchemist and her 
companions have been trapped by the Nemesis. 


РШ SEE MORE Online 


Ord http://www.pegamesmag.com 
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Stunning visuals are 
everywhere you look. 


Do a lot of 
looking and 
_ reading. Most of 

the puzzles’ so- 

lutions can be 

found in some- 
thing you read in another room. 

To get into the temple you need 

to hold down the mouse button 
and flip the door’s moon-shaped 
knocker up so that it’s touching 
the sun. е If you don't have 
great hearing, solving the 
Flute/Fountain Puzzle can be a 


real problem. Going from left to 
right on the fountain, you need to 
click on fountains 1, 4, and 5 in 


order. е To solve the hourglass 
chair puzzle, you must sit in it 
and then spin completely around 
to the left two times. Pick up the 
saw in the rear window, get back 
in the chair, and spin to the left 
three more times. Now cut the 
icicle with the saw, get back in 
the chair and spin to the right 
two times. Step forward and 
click on the water in the bowl. 


this one has them in droves. 

Pm no stranger to adven- 
ture games, but it took me 
quite a while to get past the 
first puzzle. Once Га figured 
it out, though, I did a *I coulda had a V-8" head slap and 
thought, *Of course!" The solution seemed obvious once I put 
the clues together. 

Zork veterans might remember the ridiculously abstruse puz- 
zles in Return to Zork. Players often had to make desperate stabs 
in the dark before happening upon the right answer. Though the 
puzzles in Zork Nemesis are by no means child's play, if you're 
observant enough, you have all the tools you need to solve them. 
If you still find yourself stuck, there’s a built-in hint system that 
can be used at certain points to keep you moving forward. 

And you won't want to stop, because here, the journey is the 
reward. As the game progresses, you begin to develop a better 
understanding of what is really going on. Without giving too 
much away, you must ultimately decide what course you want 
the game to take based on where your sympathies lie. The end- 
ing you receive depends on the choices you made. 

Yes, there are a few minor things that aren’t exactly per- 
fect. The acting isn't going to win any Oscars, and if you're 
expecting the light-heartedness that permeated Return to 
Zork, you’re in for a surprise. Nemesis’ subject matter is 
heavy, and the entire game reflects that seriousness. But if 
you’re serious about your adventure 
games, you'll see Zork Nemesis as a 
full-grown title rivaling the best the 
genre has to offer. 


Not for the queasy 


or those of us who lament 
the fact that we live an exis- 
tence devoid of ac- 
tion, Descent П 
brings back our favorite 
mine-running mayhem. 
Once again, be ready to 
blow the crap out of every- 
thing that moves. 

In case you've been liv- 
ing in a mine shaft, here's 
the scenario: The Descent 
games cast you as a merce- 
nary in a small spacecraft 
whose job is to clear out 
space-based mining com- 
plexes filled with robots 
gone berserk. Scattered 
conveniently around the 
mines are various weapons and equipment that fit onto your 
ship, giving you more equipment to rain destruction on the forces 
of robo-evil. Played via a fluid first-person perspective, Descent’s 
action-packed, 360-degree game play is both dizzying and 
addictive. 


the Demo 
on the disc 


in the mazelike mines. 

But for the one good Guide- 
Bot, Descent II claims a slew of 
new nasties. The Thief-Bot pre- 
sents the most annoying new ad- 
dition, stealing your weapons and 
powerups and presenting an in- 
credibly elusive target. 

Descent II also boasts a host of 
new accessories. Some of the 
handiest include an all-map po- 
werup that allows you to see an 
entire level without having to ac- 
tually fly around to locate everything; a headlight powerup, which 
illuminates those dark corridors; and an energy-to-shield con- 
verter that will take surplus energy and convert it straight to shield 
points. You also get ten new weapons, including Level 6 lasers 
and the EarthShaker Missile. And there’s a rockin’ new sound- 


Descent Il Descent II picks up 
Interplay right where the origi- 
800.969.4203 nal left off. Interplay 
Developer: Parallax definitely took the evo- 
Platform: 005 CD lutionary route when 
Requires: 486DX/50, 8MB RAM, DOS updating this best-sell- 
E есі ыр drive ing franchise. Anyone 
who has played De- 
GAME PLAY: scent can climb right 
GETTING STARTED: into the cockpit and 
GRAPHICS: take off without so 
SOUND CHECK: much as glancing at 
This solid sequel should provide action the manual. 
gamers with hours of challenging, pulse- While the sequel 
pounding play. lacks any earthshak- 
ing new modifica- 


tions, the added features are well-thought-out, and they make 


the game more interesting. Plus you get 30 new action-packed 
levels set in six different worlds. 

Descent’s most significant improvement is the Guide-Bot. This 
handy little critter helps lead you through the mines, showing 
you the location of essential keys and powerups. All in all, it's an 
extremely useful feature, as it's very easy to become disoriented 
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track by Type O Negative and Ogre of Skinny Puppy. 
Another strong point is the improved robots’ artificial in- 
telligence. Most of the new ’bots are smart enough to dodge 


your fire or hide and snipe at 
you from behind corners, 
making them much more 
difficult to kill. Interplay has 
also added a new 640-by-480 
graphics option that offers 
crisper action this time around, 
and enables you to actually 
see what you're firing at from 
long distances. 

While not a revolutionary 
change in the original engine, 
Descent II is a solid extension of 
the Descent line. The 30 new 
levels are challenging and pro- 
vide a good run for your money. 
But most importantly, this se- 
quel is every bit as vertigo-in- 
ducing as its forebear. Climb 
aboard—if you dare. 


You can down- 
load a playable 
demo of Descent 
Il from Inter- 
play's Web site 
at http://www. 

interplay.com. * Slide, Slide, Slide 

Check out the Frequently Asked 
Questions (FAQs) list at http:// 
www.primenet.com/- dcuirjd/ 
fag/ for a host of tips, strategies, 
and information tidbits. е Setting 
your left screen to Rear View can 
help you find robots sneaking up 
on you. ® Your Guide-Bot is 
great, but his constantly going in 
and out of doors to try to guide 
you will let baddies take shots at 
you. When going through a door, 
tell the Guide-Bot to get away 
from you until you are done with 
the killing. 


|! ZAK'S BACK AND HE'S OUT FOR 
BLOOD! Get released from cryonic 
hibernation by rebel forces and put 
| your super-human abilities to the 
ultimate test. Uncover a world of 
mystery, intrigue and danger! With 
high performance graphics and 
game play, a ripping sound track and 
| two CD's loaded with the hottest 
action on the shelf, Cyberia? sets a 
new standard for all-out action! 


iii WAS SSS 


Surf Cyberia? @ 
http://www.xatrix.com 
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Who'll save Gotham City? 


Batman Forever 


and the Riddler 
through eight lev- 
els, including Ark- 


ci 


ey, cool—another superhero game! ham Asylum, the 
ll of you disappointed by Venom/ Gotham City Bank, 
Spider-Man: Separation Anxiety are and Wayne Manor. 


probably counting your money already, 
hoping this time Acclaim got it right. And 
who'd blame you? I mean, how could a 
game with a character as fascinating as 
atman be anything but fun? the evil pair. 

Well, here's one way: Dilute some fairly Naturally, the 
good ES play with bonng graphics and | Even Batman and Robin do some clownin' around. bad guys are 
the inability to save games. For a game backed by an un- 
based оп a visual extravaganza, Batman Forever is surprisingly ending supply of inmates, thugs, and assassins, giving our heroes 
pared-down—almost the complete opposite of the film its plenty of people to pummel. In one of the game's nicer touches, 


Your ultimate goal: 
Make it to Claw 
Island for a final 
showdown with 


based on. the Dynamic Duo can supplement their standard kicks and 

Fans of Batman punches with selections from a formidable array of weapons— 

Acclaim 2 Forever will be glad ^ smoke pellets, bat bolas, wrist rivets, and more. Add them to your 
516-656-5000 | to know that story- —uppercuts and roundhouses, and you've got some devastating 


wise, at least, the combinations. If only the visuals were as interesting. Batman 
game stays pretty — Forever's sparse black scenes and repetitive backgrounds will leave 


Platform: DOS/Win 95 CD 
Requires: 486DX/33, 8MB RAM, DOS 


: 


5.0 or Win 95, double-speed CD-ROM drive faithful to the recent you claustrophobic, nearly gasping for stimuli. 
List Price: $54.95 movie. As either In the end, it all comes down to the fighting. With a decent 
= Batman or Robin— number of moves, your nifty weapons, and a training level that 
or both, if you play — lets you practice, it holds up pretty well. There's just one prob- 
GETTING STARTER: LN with a friend—you lem: With nothing else to hold your attention, and no passwords 


must hunt arch-  orsave-game feature, finishing the game may be more than even 
SOUND CHECK: villains Two-Face Batman can endure. —Corey Cohen 


Advertisement 


- ғ 


SU-27 FLANKER isa 
trademark of The 
Fighter Collection. 
(91996 Strategic 
Simulations, Inc., a 
Mindscape Company. 
Allrights reserved. 


"Su-27 FLANKER is a must-own 
for serious PC flight junkies. " 


— PC Entertainment 
"Su-27 is without qualification the most 


realistic modern-day air combat simulation 
on the market.” 


aos To aL} 


— Strategy Plus 


SPECIAL OFFER for Su-27 Win 95 
owners! Call 551 Customer Service 
at (408) 737-6800 for details. 
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All products pictured here are compatible with MS-DOS’ and Windows’ 95. 
Specific Windows 95 drivers are under development for the F-16 Combatstick, 
Virtual Pilot Pro, CH Throttle, and Pro Throttle to make them fully compatible. 
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More action, less adventure 


Gyheria?: Re 


By Peter Olafson 


^y 
anti 


ї 
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Like the original game, Cyberia? is 
packed with excellent animation. 


"m of mixed minds about Cyberia?: 
Resurrection. Just when I’m convinced 
that it's been claimed by the sophomore 
jinx, it goes and does something that 
knocks my socks off and tickles my feet. 
What gives? 
Xatrix's original Cyberia (published in 
1994 by Interplay) was a bright star in a 
sky of Rebel Assault-style shoot-'em-ups. 
It added an adventure to the pastiche of action sequences, with 
the happy result that you never felt like you were just pulling 
a trigger. 
Now, two years later, Zak is back—thawed out from cryo- 
genic sleep. A scientist is using samples of the Cyberia hero's tis- 
sue, infected in the original game, in a plot to wipe out the rebel 
underground. Zak has to reach the Research Mines and use his 
blood to develop an antidote, or all mankind could be yadda- 
yadda-yadda. You know the drill. 
You know this drill, too. The basic format hasn’t changed: 


There are many ugly, painful ways for 
Zak to meet his maker. 


Cyberia? a In the FWA 
Virgin Interactive Entertainment а HQ, turn right, 
800-874-4607 then right again, 
P and walk down 
Developer: Xatrix = the right side of 
Entertainment the hall. Switch 
Plattorm: DOS/Win 95 CD to the left when under the first 
Requires: 486DX/50, 8MB RAM, MS- underpass and back to the right 
DOS 3.1 or Win 95, double-speed CD-ROM under the second. That way, the 
drive, mouse guards on the walkway above 


List Price: $49.95-$59.95 


can’t see you. > Once you reach 


the second level, don’t wander 
GAME PLAY: too much: It's easy to get Killed. 
GETTING STARTED: Just go straight to the elevators 
GRAPHICS: at the end of the walkway. 
To see everything the FWA 
SOUND CHECK: computer has to offer, shoot 
Disappointingly typical rail-shooting seg- every red tile you see on your 
ments are saved by a clever mix of action way in. If you miss something 
and adventure. important, you'll know. 


Nice scenery—too bad you won't have time to stop and 
look around. 


Cyberia? is а two-disc collection of 
bite-size action sequences broken up 
with cut-scene animations that ad- 
vance the story (or explain your early 
death) and the odd exploration seg- 
ment. You get the same convenient 
save-game feature that saves a photo of 
the last arcade sequence you finished, 
making it easy to pick up right where 
you left off. 

Unfortunately, Cyberia2 doesn't 
start off all that impressively. One of the first real differences 
from the original is that you've lost the ability to set the difficulty 
level for the puzzles at the outset. Oh, and the puzzles seem to be 
missing, too. Sure, you can still interact with objects and push 
buttons—the elevator at the Free World Alliance НО, for in- 
stance, is controlled by a game of Simon. But overall, Cyberia? 
seems a cut-and-dried action game. 

Moreover, the shoot-'em-up segments seem simpler, less var- 
ied, and reminiscent of such games as Starblade and Wetlands: 
rail-guided 3-D shooting galleries with high-octane explosions. 
In Cyberia2, you don't have to go hunting for enemies— 
they're all in your pre-determined path—and they do love to 
blow up for you. 

Just when I was heartily sick of gas-fired explosions, 
Cyberia? messed with my socks: Zak and his colleague ar- 
rive at the FWA HQ. Zak's mission is to make it to the com- 
puter without getting shot (sometimes it's not when you 
shoot, but where you walk) and extract what information 
he can. An airy 3-D tile-shooting sequence leads to a Burn 
Cycle-like dash in and out of virtual databases, each with an 
elaborate 3-D animation and voiceover. 

I was so entranced that I almost forgot this wasn't exactly 
Mr. Interactivity. Who cares? It was only later that I discov- 
ered that the amount of information accessible is deter- 
mined by how many tiles you shoot on the way in. Forget 
what I said about the puzzles. Maybe action can be adven- 
ture. The socks came off again, and I’m still playing just 
waiting for the next tickle. 
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gearheads: 


ar is fun. 


NOW 


Welcome to the Battle You'll tackle а 
of the Century. Gearheads: variety of different 
A fast-paced, wacked-out, environments, each with increas- 


wind-up toybox full of fun. ing levels of difficulty. You'd 

Say hello to Disasteroid, better have a strategy and 

Zapbot, Deadhead, think fast. 'Cause the one who 
Kangaruffian and company. ends up with the most toys wins. 


You'll pick a team for Gearheads. For grownups 
speed, power and who still like to fight over toys. 
Й maneuverability. Then For Windows and Mac CD-ROM. 
launch them against 

an opponent or 
your computer. 


a furious war of wind-up toys 


PHILIPS 


To order call : 1-800-883-3767. Visit our Web Site at http://www.philipsmedia.com/media/games ©1996 Philips Media, Inc. 


Acclaim 
516-656-5000 


Developer: Warp 
Platform: DOS CD, Win 95 CD 


| the game has no save feature. 


You think you've got it rough? Try stepping into Laura Harris’ shoes. 


This is Laura's response when she was told 


hat do you get when you cross David 
Lynch with some serious hallucino- 
gens? Well, you might end up with 
something that looks a lot like D, a 
unique interactive horror movie from 
Acclaim. Unlike the batch of recent games us- 
ing video clips to create an interactive movie 
feel, D brings the movie atmosphere to life 
through three-dimensional animation. 

In D, you play the role of Laura Harris, the 
daughter of a doctor who's gone postal and 
taken hostages in the hospital where he 
works. Naturally you rush to the scene, 
where the police, somehow foregoing common sense, allow you 
sole entry into the building to solve the riddle behind your fa- 
ther's dark transformation. 

Soon after you enter, you are sucked into some sort of extra- 
dimensional portal that puts you inside a world created from your 
fathers mind. True to gothic horror conventions, you've now 
become a woman wander- 
ing the rooms of a spooky 
mansion, encountering the 
obligatory mutilated ca- 
daver and the seemingly 
impassable booby traps. 


Requires: 486DX2/66, 8MB RAM, You must survive the 


MS-DOS 5.0, Super VGA, double-speed 
CD-ROM drive 
List Price: $54.95 


Despite some decent game play, a two- 
hour time limit with no save-game 
feature makes D an unintended fright. 


house’s many horrors and 
discover the secret that is 
controlling your father be- 
fore he completely loses 
what sanity he had, leaving 
you trapped forever in this 
killer head trip. 

If you’ve ever played 
games like Cyberia or 
Creature Shock, you'll be 
somewhat familiar with 
the look of D's 3-D graphics. You control Laura mostly from a 
first-person perspective using the invisible interface of your com- 
puter’s cursor keys. At certain junctures you decide whether you 
want her to go forward or back, look at something more closely, 
or open a door. As you go about your quest, you gather an in- 
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Open the wrong door and you're shishkabob. 


ventory of objects that will help you solve the puzzles. All pretty 
much standard procedure. 

But two things distinguish D from your usual adventure- 
gaming fare. One is the graphics, which consist of high-reso- 
lution, 3-D renderings at all times. This naturally makes the 
game less interactive than, say, Doom, though you have far 
more freedom of movement than you do in most interactive 
movies. The other difference is the game's time limit. You have 
just two hours to get through this two-disc set—and there's no 
save-game feature. 

If you don't complete your quest in time, you lose: The 
game ends and you have to start all over! Acclaim defends 
this feature by comparing D to an actual movie, something 
you can’t walk out on and expect to wait for you. Pd argue 
that if you go to the theater and buy a horse bucket-sized 
popcorn and cola syrup for a 
double sawbuck, you still 
won't have spent anywhere 
near the $50-plus the com- | 
pany is asking for D. к 

As if that weren't enough, the 
story just isn't very scary—it's 
more like a tame X-Files than 
The Exorcist. But horror mavens 
looking for a decent adventure 
game with a few puzzles and a 
little animated violence may very 


well be D-lighted with D. 


The beetlelike 
insects have 
profound signi- 
ficance. Watch 
for them. * On 
the lever cabinet 
puzzle, remember that the second 


counter rolls back by the quantity 
of the first number. * To solve 
the animal figurine puzzle, take a 
closer look at the picture of the 
girl on the wall. * In the final 
confrontation, remember that you 
still have the gun. 


If you enjoy playing trivia games, then Mind Grind will challenge your intelligence in ways you never thought possible. 


Test your brain power against a collection of bizarre aliens in this once-a-millennium, intergalactic trivia competition. You'll face a barrage of 
questions in categories ranging from brain teasers to popular culture, and challenge your strategic mind in an exciting series of out-of-this-world events. 


ights res 


red trademarks are the property ol 


Each “game within a game" provides a unique set of complex challenges, from intricate puzzles to an elaborate labyrinth, and brings you.dloser to 
your goal of winning the competition! 


© Test your knowledge against the galaxy’s best minds, in a wide range of categories including brain teasers, human invention, sports, movies ant music. 
0) Compete against computer-controlled, alien opponents in one player mode, or against a friend in two player action. 


© Race against bizarre, 3D rendered aliens accompanied by explosive special effects and full-motion video 


AI trademarks and гед 


"MIND GRIND” 


FOR MORETTNFO ABOUT MICROFORUM 
OR TO ORDER DIRECT, CALL: 1-800-685-3863 
Tel:(416)656-9594 Fax:(416)656-0548 
INTERNET : http://www.microforum.com 
Email: mail@microforum.com 


MASTERS OF THE NEW АРТ” 


Sisko, Kira, Odo, Dax, and Quark! | 


bit sorry for Deep 
Space Nine. 

If you're into sci-fi, 
you probably know 
that for the last cou- 
ple of years, 059% 
faced the equivalent 
of a Starfleet court 
martial, Hit by declining 
ratings, canceled toy 
contracts, and compar- 


1 have to admit, I feel a 


Next Generation, 


To access 
Karrig's personal 
log, remember: 
"Peace is many 
voices arguing." 
Grab the 
cloaking device from the fallen 
Red Lykotian. If you don't, you'll 
get a phaser in the face. е To 
reactivate the Citadel's Power 
Room, you'll need to hit every 
panel on the machine's four sides 
in a certain order. Do it by color 
pairs (e.g., red, red, blue, blue, 
yellow, yellow, green, green). 
When you open the panel in 
the Citadel's Comm. Room to link 
communications to the Holosuite, 
hit the middle button. 


Star Trek: Deep 
Space Міпе- 
Harbinger 

Viacom New Media 
800-469-2539 


Developer: Stormfront Studios 
Platform: DOS CD 


Requires: 486/66, 8MB RAM, DOS 5.0, 
Super VGA, double-speed CD-ROM drive, 


mouse, sound card 
List Price: $49.99 


GAME PLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


If you love DS9, you'll love this game. 
Even non-Trekker adventure gamers will 


be impressed. 


isons with the beloved Star Trek: The 
its creators have 


Star Trek: Deep 
Nine—Harbinger 


By Corey Cohen 


There’s no substitute 
for a good phaser. 


struggled to please core fans while 
attracting a wider audience. It hasn’t 
been easy. 

With the release of the Deep 
Space Nine—Harbinger adventure 
game, though, the franchise seems 
set to nab an even pickier market: 
computer gamers. On the heels of 
Judgment Rites, A Final Unity, and 
other Trek games, Viacom New 
Media’s latest title packages the 
show’s best elements in an intriguing 
new first-person adventure. 

Like the best Trek episodes, 
Harbinger grabs you from the begin- 
ning. As Federation envoy Bannik, 
you're returning from galactic peace 
talks when alien drones 
suddenly attack your shut- 
tle. Shields down, engines 
crippled, you barely make 
it through the wormhole to 
the safety of DS9. 

Back on the station, you 
find the trouble’s just 
beginning: An army of 
drones is preparing to 
strike, and your colleague, 
Ambassador Karrig, has 
been murdered. Are the 
events related? Who's in- 
volved? How can you save 
the station? Now that 
you're acting ambassador, 
it's up to you to find out. 

Good thing you're 


among Starfleet's 
inest: the forceful 
Captain Sisko; the 
determined Ma- 
jor Kira; Odo, the 
brooding shape- 
shifter; science of- 
icer Dax; and 
Quark, the resi- 
dent Ferengi trou- 
lemaker. Just as 
the Next Gen 
crew did in Spec- 
trum HoloByte’s A Final Unity, DS9’s TV actors lend their 
voices to their animated likenesses. Harbinger’s rendered char- 
acters don’t move much—they’re limited to small motions and 
opening mouths—but the actors’ excellent voiceovers give 
them the feel of full-motion video. 

You'll spend the first half of the game wandering select por- 
tions of the station, trying to learn more about Karrig’s murder 
and the alien drones. DS9's interior, rendered in clean Super 
VGA graphics, looks great—an authentic re-creation of the 
show’s sets. Ops, the Promenades, the bar—they’re all here. Even 
the sounds are right: the hum of the turbolifts, the opening of 
doors, the cry of phaser fire, the whir of the transporter. 

Harbinger’s arcade sequences, scattered throughout the game, 
are just as compelling. These simple shoot-'em-ups let you fly 
your shuttle into the heart of the drone fleet, storming their 
stronghold before more drones are launched. When one of these 
missions fails, you’re trapped inside the machines’ launch site, 
and the latter half of the game begins. 

It’s only here, where Harbinger drifts furthest from 10595 
main characters, that the game might be criticized. In an attempt 
to find the drones’ secret, players roam a maze of beams, ma- 
chines, and holograms. Again, the environments are beautiful 
and the plot engaging, but the pace slows considerably. The puz- 
zles are harder, the interactions trickier, and the walking around 
extensive. It’s an awkward transition, but seasoned adventure 
gamers will appreciate the added challenge. 

Trekkers and gamers will appreciate Harbinger’s skillful ren- 
dition of the Trek experience. Harbinger balances the best of 
DS9 with game play that, for the most part, is consistently fun. 
The result is a game that’s a winner on all fronts. 

You won’t be disapppointed. 


He may look friendly, but Quark’ll do any- 
thing for a little latinum. 
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You're an intelligent, 
You're a crazy, disturbed individual 


well-adjusted, 


who would rather play 


interesting, fun-loving 


childish games against real people 


game-playing adult 


than use your time productively. 


who loves making 


You're sick. You know 14. 


new friends. 


Ånd you re just like us. 


Introducing 


Wanna Play?" 


THE FIRST ON-LINE CLUB WHERE YOU CAN PLAY FAST-ACTION, 
MULTIPLAYER PC GAMES OVER THE INTERNET. 
For a free Mplayer Games CDi visit 


www.mplayer.com . 
(secret password: flying) 


Tel: 888-mplayer E-mail: info@mplayer.com 
Mpath Interactive 10455-A Bandley Drive, Cupertino, CA 95014 


©1996 Mpath. Mpath, Mplayer and Wanna Play are trademarks of Mpath Interactive. 
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Star Trek: 
Klingon 
Simon & Schuster 
800-910-0099 


Platform: Win CD, Mac CD 
Requires: 486/25, 8MB RAM, Windows 
3.1, VGA, double-speed CD-ROM drive 
List Price: $69.95 


Traditional adventure gamers will not be 
amused by this exploration of Klingon 
culture, but Trekkers will revel in what 
feels like their own interactive Trek 
episode. 


SOUND CHECK: 


Total-immersion holodeck simulation 


Star Trek: Klingor ШЕТ 


By Fredric Paul 


'm not sure you can 
realy call Star Trek: 
Klingon a *game," but 
dont let that stop you 
from playing it. This full- 
screen,  full-motion-video 


like an interactive episode of 

Star Trek: The Next Gener- 

ation, filmed from a first-person 
perspective. Billed as a “total-immersion holodeck simulation,” 
the game’s action takes place in the holodeck, where Klingon 
High Council leader Gowron (played with style, relish, and 
full makeup by Robert O'Reilly, reprising his TV role) en- 
deavors to teach you Klingon culture as you take on the role 
ofa Klingon boy named Pok. (For an interview with O'Reilly, 
see Star Talk, page 20.) 

You watch the video through Pok's eyes as he prepares for the 
Klingon Rite of Accession. I don't want to give away the plot, but 
take it as a given that things go horribly awry and it's up to Pok 
апа Gowron to set them right. Along the way, Pok will be initi- 
ated into Klingon adulthood, pilot a Bird of Prey, encounter alien 
races, learn the Klingon art of negotiation, and master a number 
of other skills. 

At each of the 20 decision points in the 90-minute-long nar- 
rative, the action stops and a twirling Klingon dagger (or d'k 
Tahg) appears for you to use as a cursor. Click on the correct 
choice and the simulation continues; choose poorly and the sim- 
ulation fades back to the holodeck, where Gowron lectures 
poor Pok on Klingon customs, duties, and honor. The simula- 
tion then resumes from the last decision point. You can't lose, 
but you may get frustrated and give up. Fortunately, you can 
save your game at any time. 

То examine your surroundings more closely and gain clues 
about what to do, you can freeze the frame and bring up a spin- 
ning Klingon Empire symbol as a cursor. Click on information 
oints to hear Majel 
Barret, the voice of the 
Enterprises computer, 
read descriptions of the 
various objects and ex- 
plain their significance. 

If that’s not enough 
ackground material, and 
it probably won't be, the 
two-disc package also in- 
cludes a Klingon Language 
Lab module that teaches 
you meaning and pro- 
nunciation for common 
Klingon words and phra- 
ses. The Holodeck mode 
gives video examples of 
word usage taken from the 


CD-ROM experience plays 0 


game, while the KR 
Phoneme section has S 1 
Gowron demon- 
strate the Klingon 
alphabet. Тһе Drill å 
section tests your ^ ж” ; | 
alien knowledge 
with written and au- 
dio quizzes. The 
Language Lab is 
cool, but you'll have 
to be pretty dedi- Å 
cated to spend much bo 
time with it. 

The best part o 
Star Trek: Klingon is that it al- 
most lives up to the production 
values of a real episode of ST: 
ТМС. The video itself—compressed using Duck Corp. 
TrueMotion technology—is a bit blocky, and it hiccups occa- 
sionally, especially if you have less than 16MB of RAM. But the 
acting is as good as that in a Trek episode, which makes it f. 
perior to what you see in most computer games. (The trick may 
be that it’s difficult to overact a Klingon part.) 

Directed by Jonathan Frakes (ST: TNG’s Commander Riker), 
the plot moves along swiftly and surely. And because Trekkers 
are already familiar with the characters and cultures, it’s easy to 
get caught up in the story and actually care how it turns out. 

If you’re looking for a traditional adventure game, you 
won't find it here. Except for one or two puzzles, the decision 
points are laughably easy, 
and you can usually just 
keep trying until you get it 
right. Given the shortness of 
the simulation—the entire 
thing lasts only half-again 
longer than most episodes 
of Trek— the $70 price tag 
is also a bit daunting. 

But hey—if you long 
to live in the Star Trek 
universe, it just doesn't get 
any better than this unique 
“total-immersion simula- 
tor." Qapla'! 


FH [il 
tihingan Hol Dajatih’a’ 
(“Do you speak Klingon?") 


г su- 


Hit the F key to 

skip through de- 

cision points if 

you can't figure 

out the correct 

response. Cheat- 
ing is without honor, but I won't 
tell Worf if you won't. 

“Act and you 
shall have din- 
ner, Think and 
you shall be din- 
ner.” е To solve 
the bomb puzzle 
near the end, use your ears, not 
your eyes. 
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Been there, done that — 


CHAOS 


| fter being forced to spend several hours with HarperCollins’ 

| CHAOS, I began to wonder, “What were these people 

ГЕ thinking?” Game makers, it seems, can be in such a hurry to 

make money, they'll release just about anything. CHAOS is so 

shameless in its cloning of Myst that it not only has the look and 
feel of the classic, it even has a rocket ship on its island. 


As the game's ex- 
CHAOS 


plorer, you awaken 
HarperCollins Interactive 
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800-424-6234 


Requires: 486/33, 8MB RAM, Win 3.1, 


double-speed CD-ROM drive 


in a dumpy trailer, 
gather your pocket 
computer/phone, 
and head off to take 
a look around. You 


List Price: $49.95 


soon discover that 
er youre a wanted 
GETTING STARTED: man. Your credit 
GRAPHICS: ài balance is in the neg- 

ative and a hired 
goon is leaving you 
nasty messages. To save yourself, you've got to figure out how 
to get an inheritance from your rich, eccentric Uncle Prospero. 
Along the way, you must solve abstruse puzzles and gaze 


Murder in the city — 


You must solve the island's Myst-eries while protecting your 
hide in CHAOS. 


admiringly at the 3-D-rendered environments, constantly fight- 
ing the urge to hit Ctrl-Alt-Del. There's simply no sense of ur- 
gency to keep you going—nothing compelling enough to pull 
you through the game. 

Lest you think Pm merely a ball of spite, I will note that 
CHAOS does have a few positives. The video clips of the peo- 
ple you meet are fun to watch. Many of the characters manage 
to be moderately entertaining in their speeches, especially the 
goon who’s out to get you. But it’s not enough to keep this game 
afloat. Let me assure you, the description on the back of the box 
is far more entertaining than the actual game.—Shane Mooney 


SFPD Homicide 


SFPD Homicide, Case File: 
The Body in the Bay 


ts your first day on the job and they've just fished an 
| unidentified body out of San Francisco Bay. It’s up to you 
to identify the victim and figure out who killed him. You’ve 
got two weeks and the resources of the San Francisco Po- 


lice Department 
(SFPD). 

When your 
partner tells you 
that police work 
“isnt all glam- 
our" he isn't kid- 
ding. SFPD Homi- 
cide, Case File: 
The Body in the 
Bay bills itself as 
*A True Crime 
Mystery Game,” 
and the emphasis 


is on the “True.” 
This isn’t an inter- 
active version of a 
ТУ cop show; it’s an in-depth attempt to re-create the day-to- 
day life of a homicide detective. Unlike TV detectives, you 
won't get to shoot anybody. Instead, you'll gather evidence at 
the crime scene, send items to the lab for analysis, comb 


It's up to you to figure out who put 
this body in the bay. 
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Grolier Interactive 


UE s 800-285-4534 
computer files, interview 


witnesses, interrogate 
suspects—and then put 
the pieces together to fin- 
ger the killer. 

The double-disc, dual- 
platform game is based 
on a real San Francisco 
murder case, and the cop 
who solved it, Kevin 
Mullen, is on hand to 
help you out. While the 
crime scenes and other locations are still photos, the inter- 
views and interrogations consist of talking-head video seg- 
ments. Here you can ask some tough questions based on evi- 
dence and interviews, especially those you conduct with other 
witnesses. The video is bare-bones and the acting, much of it 
by current and former SFPD officers, ranges from stiff to 
stiffer, but at least the lingo and settings are authentic. 

Players will have to criss-cross the city, from pet shops to 
construction sites—returning to key spots again and again to 
talk to everyone and dig up all the clues. And everything you 
do eats into your two-week time limit. You'll need patience, a 
good memory, and a keen eye, or you won't get anywhere. 

Everything you find goes into your casebook, and when 
you have enough evidence, you can create a suspect file, get a 
search warrant, bring in your suspect, and make an arrest. 

SFPD Homicide may not be NYPD Blue, but if you've al- 
ways wanted to solve a real murder case, this is as close as 
you're likely to get. —Fredric Paul 


Developer: InterWorks 
Platform: Win/Mac CD 


List Price: $39.99 


GAME PLAY. 
GETTING STARTED: 


Requires: 486/33, DOS 5.0 and Win 3.1 
or Win 95, 8MB RAM, Super VGA, double- 
speed CD-ROM drive, mouse, sound card 


GRAPHIC B: E 
SOUND CHECK: 
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Prehistoric fun for the whole family 


Dinotopia 


nosaurs have long been extinct, but the latest game from 

Turner Interactive proves that the giant beasts are very 
much alive and well, and living on a forgotten island called 
Dinotopia. 

You learn this amazing fact when you, Nathan Drake, along 
with your sister, Constance, are washed overboard while head- 
ing back to the New World. You awaken on an unfamiliar 
beach, cold and alone. You know that you must find your sister, 
and then together, maybe you can figure out how to get off this 
island and back to the rest of your family. 

Set in the late 19th century, Dinotopia's high-resolution graph- 
ics and pleasant 
score help im- 


5 merse you in 

Turner Interactive , : у i 
800-294-0022 а its prehistoric 
A world. Though 


the game’s geared 
toward young 
players, there's 
enough entertain- 
ment value for 
unjaded adults to 


GETTING STARTED: |222 : 
E enjoy themselves 


GRAPHICS: along with their 
SOUND CHECK: kids. 


T= parents, and noted biologists may claim that di- 


Platform: DOS CD 
Requires: 486DX2/66, 8MB RAM, 
DOS 5.0, Super VGA, double-speed CD-ROM 


drive, mouse, sound card 
List Price: $50 


GAME PLAY: 


Same old, same old 


DINOTOPIA, N 
- 


aoe 


-EXIT-] 


High production values and interesting characters make 
Dinotopia worth a look. 


Asin the usual adventure game, you have to go from place to 
place, gather inventory, and use the various items you find to 
solve the obligatory puzzle or two. But what makes Dinotopia 
different from other adventure games is a compelling combina- 
tion of Super VGA-rendered environments, sparing use of qual- 
ity video, and interesting characters, both human and saurian. 

Like its island setting, though, the game is small: I finished 
it in just a few hours. Still, if you're looking for a quality title 
to play with your children—one that requires a little more 
brain power than Mario Bros. and isn't a first-person slay- 
athon—you'll definitely want to check out Dinotopia. 

—Shane Mooney 


Return Fire 


Commodore 64 gets ported to the PC, it would bring 

along some new features. Sorry, but that's not the 
case with the latest incarnation of Silent Software's ac- 
tion classic Return Fire. 

Oh sure, this Win 95 version of Return Fire boasts more 
than 200 game maps-all the ones from the original game, 
its Maps Of Death add-on, and even some originals—but the 
game is pretty much the same one we've all played on the 


LES think that when a game dating back to the 


Commodore or 3DO. 

If you're not fam- 
Шаг with Return Fire, 
its basically capture- 
the-flag with high- 
tech hardware. You 
start out in a bunker 
with three tanks, 
three self-propelled 
rocket launchers, 
three helicopters, and 
eight jeeps. Making 
careful use of your 
equipment, you must 


Wanton destruction is the name 
of this game. 
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Time-Warner Interactive 


[ше your oppo; No Direct Sales 


nenťs flag and 


bring it back to Developer: Silent Software 
your bunker be- : Win 95 CD 
å Requires: 486DX/66, 8MB RAM, Win 
Ше an SEPS 95, VESA-compatible graphics, mouse 
Я СШ List Price: $49.99 
lag. 


GAME PLAY: 


GETTING STARTED: (aN 


GRAPHICS: 
SOUND CHECK: 


In single-play- 
er mode, the 
game grows dull 
very quickly. The 
only computer- 
controlled vehicles to destroy are some wimpy drone he- 
licopters that attack you if you stay in one place for too 
long, and no one is trying to capture your flag. So it's just 
a matter of methodically blasting away at enemy gun em- 
placements and fortifications until you accomplish your 
objective. 

Against another human opponent, however, the game 
shines. The variety of vehicles and maps creates a virtually 
endless number of ways to wreak destruction on your best 
buddy. But since no new multiplayer options were added to 
Return Fire in its move to Win 95, two players must still square 
off at the same keyboard using a split-screen view of the ac- 
tion. Ever hear of a modem, or at least a serial cable? Then 
there's this thing called a local-area network... —Steve Klett 


PC GAMES 


REACH OUT AND 


TORCH 


04-18 HORNET 


combat missions to test your 


The hottest flight simulator game is now torching up your Windows® 
95 PC. It's F/A-18 Hornet. With incredible 3-D graphics and realistic 
| instrumentation, ill push you to the outer limits then bring you 
screaming back to earth. In fact, F/A-18 Hornet closely simulates the 


Navy's own attack-fighter aircraft. There's 28 different Persian Gulf 


skills — where you can blow up 


everything from ammunition depots using the M61 Vulcan cannon to 
ИГ: fighters with an AIM9 Sidewinder. So pick up the award winning 
Ы F/A-18 Hornet today. It's the best way to get close to someone. 


eo EN 


www.graphsim.com/graphsim 
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Sierra On 
800-757-7707 


Developer: Dynamix 

Platform: Win 95 CD 

Requires: 486/66, 8MB RAM, Win 95, 
double-speed CD-ROM drive 

List Price: $59.95 


GETTING STARTED: 


SOUND CHECK: 


An entertaining, great-looking, but 
unoriginal sequel. 


A prettier, buggier MechWarrior 2 


EarthSiege 2 


By Steve Klett EEE 


f imitation is truly the sincerest form 

of flattery, Sierra's much-anticipated 

EarthSiege 2 must have Activision 

blushing outright. 

EarthSiege 2 is, of course, a sequel to 
Dynamix's widely popular, hard-as-hell 
EarthSiege, but in many ways, the new 
game is more reminiscent of Mech- 
Warrior 2. No matter how you slice it, the 
futuristic, mechanized combat-simulation 
wars have kicked off in earnest. 

Like MechWarrior 2, EarthSiege 2’s 
story is barely worth mentioning: Those 
damn Cybrid HERCs are back to take 
over the Earth, and this time, they’re de- 
termined. In case you missed the original 


You won't always be hoofing it; some missions require you to 
pilot the Razor fighter. 


EarthSiege, Cybrid HERCs 
are massive robot assault 
vehicles that man built as 
slaves. Surprise of sur- 
prises, the "bots turned on 
their creators and tried to 
seize control, which you 
(hopefully) ^ prevented. 
{оуу they're back in larger 
numbers and are prepping 
or a final, massive assault. 
Surprise again: The fate of 
the free world depends on 
your ability to wield the 
cataclysmic power of your 
small army of HERCs to 


Іп your HERC you're a mean, mean, death-dealing machine. 


rid the world of the Cybrid threat. 

A total of 50 missions take place in five different terrains, cul- 
minating in a lunar showdown with Cybrid leader and perennial 
pain-in-the-ass Prometheus. As in MechWarrior 2, you can cus- 
tomize your HERC and those of your squadmates with a wide 
range of awesome weaponry. Unlike MechWarrior 2, the game 
doesn't let you tweak your engine or armor settings. 

The first thing players of the original EarthSiege will notice is 
the sequel's new texture-mapped terrain makeover. The terrain 
graphics are simply breathtaking, and blow away MechWarrior 
2%, at least from a technical standpoint. The moon’s rolling land- 
scapes are particularly impressive. (The same graphics engine 
powers Sierra's Silent Thunder: A-10 Tank Killer 2, reviewed on 
page 82.) The game is also chock full of 3-D modeled and tex- 
ture-mapped objects, vehicles, and weapons. Heck, even the fire 
and explosions are 3-D. 

EarthSiege vets will find this game infinitely more playable 
than the original. EarthSiege's control scheme was atrocious, re- 
quiring you to use nearly every key on the keyboard, and things 
didn't get much better with a joystick. Controlling your HERC's 
turret, torso, and direction in unison was a performance worthy 
of a ballet. To make matters worse, there was only one skill level: 
extremely difficult. 

With EarthSiege 2, you can still use nearly every key on the 
keyboard, but a joystick (a Flightstick Pro or Sidewinder work 
best) and four or five buttons are really all you need. Better yet, 
a new auto-tracking feature keeps your aim on track while you 
concentrate on driving your HERC. 

The thing is, most EarthSiege fans have probably played—and 
finished, and finished again—MechWarrior 2. If that describes you, 
you'll undoubtedly notice a startling similarity between the musical 
scores of EarthSiege 2 and Mech Warrior 2, though EarthSiege 2515 
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| Cybrid HERCs blow up real good. 


not quite up to Mech's high standards. You'll also recognize 
the sultry female voice FarthSiege 2. uses for the computer 
that updates you on the battle or mission status of your 
HERC. Again, it's good, but not quite as good as Mech’s. 

Thankfully, EarthSiege 2 does bring some nice new features 
to the table. For example, you’re not limited to driving HERCs 
for the entire game; you also get to pilot a Razor fighter for 
some airborne action. It’s pretty hard to control the Razor ef- 
fectively, though, so it’s not always the weapon of choice, even 
when it’s available. Another nice touch carried over from the 
original game is the need to salvage parts from Cybrid ’bots you 
destroy to build new HERCs and weapons. This aspect adds a 
nice recycling element to all the wanton destruction. 

In addition, the 
new game vastly im- 


Walking through a Cybrid base and blasting everything in sight 
is worth EarthSiege 2’s price of admission. 


(wounded HERC in tow) to knock out a single isolated en- 
emy HERC that was miles away from my base. also ran into 
a serious glitch in the late stages of the game that prevented 
me from finishing it without the aid of some saved games 
from Sierra. According to the company, a patch addressing 
this bug and several other less-annoying ones should be avail- 
able by the time you read this. 

If you can look past these issues (as I 
was able to), EarthSiege 2 is still a lot of 


proves the artificial 
intelligence of your 
fellow HERC pilots. 
Your HERC wing- 
men do what you tell 3 he 
them, when you tell ange: 450 
them, and they’ll do : 
it effectively more 
times than not. That 
was a weakness in 
MechWarrior 2. 

Unfortunately, 
while EarthSiege 2 
boasts an impressive 
number of mis- 
sions—50 compared 
to Mech 2's 30—they 
are sadly lacking in imagination. You basically have five sets of 
10 missions that take place in settings with different terrain. Each 
set of missions more or less consists of similar patrol, base-pro- 
tect, escort, and intelligence-gathering tasks, with the only real 
variable being the terrain. Many of the missions are also embar- 
rassingly short; I completed several in 10 minutes or less. 

Sadly, the game also appears to have its share of bugs and 
other limiting factors. For example, on one escort mission I 
successfully guided a wounded HERC back to base, but the 
mission wasn’t judged a success until I went back out 


thanks to a simple interface. 


"AUtocannon 20 mm- 


fun—mainly because those Cybrids 
blow up real good. Go after a Cybrid 
with a 100mm AutoCannon and 
chunks of it will litter the landscape till it 
explodes and collapses in a satisfying 
heap of jagged metal. Hit a Cybrid 
squarely with a shot from a Pulse 


Configuring your own HERC and your squadmates is a snap 


Cannon, and it'll 
explode in an 
Earth-shattering 
roar, casting de- 
bris all over the 
screen. Roaming 
through a mas- 
sive Cybrid base 
with your squad- 
mates and de- 
molishing everything in sight is a cathartic 
experience unrivaled by other games. 

Sierra and Dynamix have definitely done 
enough here to spark a debate over which is 
better, EarthSiege 2 or MechWarrior 2. The 
arguments may rage for awhile, but if I was 
stuck on an island and could only have one 
of the two games, Pd have to go with 
MechWarrior 2. Most Mech/HERC fans, 
though, should own them both. 
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Outfit all your 
HERCs with tar- 
geting pods as 
soon as you can. 
| * An Ogre HERC 
armed with a 
couple of ElectroMag Pulse Can- 
nons and 100mm AutoCannons is 
virtually unstoppable. • When at- 
tacking Cybrids from a distance, 
adjust your shields to offer more 
protection to the front of your 
HERC. Just don't forget to divert 
shield power back to your rear 
when the action is all around 
you. * The Razor is most effec- 
tive for scouting missions. It 
can also be used to direct your 
HERC squadmates from the 
air. • Keep moving. A slow or 
stopped HERC is a dead HERC. 
Remember to let your squad- 
mates do some of the work. 


Serious PC pilots need not apply — 


Silent Thunder: 
-10 Tank Killer 2 


By Anthony Lukban 
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All the data you need for flying and 
fighting is on the A-10's HUD. 


orn way back 
in the ?70s, 
the Fairchild- 
Republic A-10 
ground-attack fighter 
was headed for moth- 
balls when it redeemed 
itself with outstanding 
performance during 
The Gulf War. In a 
fitting tribute, Sierra 
has revived its classic 
A-10 Tank Killer game and given it a totally modern graphical 
makeover. The result is a fresh title that’s sure to please fans of 
the original game, and may attract some new pilots as well. 
Realism mavens should take Sierra’s bold marketing claim 
that Silent Thunder can be configured as either an action game 
or а “strategy-rich simulation” with a potato-chip bag of salt. 
Silent Thunder is a blow-everything-up-as-fast-as-you-can action 
game. Period. There’s no realistic flight model with stalls and buf- 
feting, working flaps or brakes, wingmen, or anything like that. 


Flying with the outside view is a 
| tricky job but a great visual treat. 


REAR VIEW 
HEADING 291" RADAR ALT вә FT SPEED 211 кто 
LOCATION: £12 WEAPON: CBU 52 (NONE) 


Destroying tanks with its monster 30mm gun is one of the 
deadly feats the A-10 is famous for, 


dials and gauges, the heads-up-display shows all the vital info 
you need to fly. 
The most striking element by far is Silent Thunder’s smooth, 


As a serious flight sim, the game never gets off the ground. 
On the other hand, Silent Thunder is a solid action game with 
exciting visuals, awesome effects, and a rockin' soundtrack that 


textured terrains and breathtaking vistas—all exquisitely ren- 
dered in 640-by-480 Super УСА. Because А-106 are slow and 
must fly low to avoid radar detection, the awesome graphics 


builds on its predecessor's. Better yet, the game lets beginning pi- 
lots who aren't familiar with—and don't want to be familiar 
with—the complex controls of most flight sims hop right in the 
cockpit and get a feel for 
the raw power of one of 
the most fearsome death 
machines in existence. 
Players get 24 missions 
Developer: Dynamix ge | split. into 3 campaigns, 
Platform: Win 95 CD ranging from tracking 
Requires: 486, 8МВ RAM, Super VGA, down a drug dealer in 
double-speed CD-ROM drive Columbia to helping save 
an international film star 
from being kidnapped in 
Korea (regular A-Team 
fodder). Overall, the mis- 
sions are fairly challenging, 
but they tend to get repeti- 
tive after a while. You can 
only blow up so many 
buildings before the been-there-done-thats set in. 

Silent Thunder makes the А-10% sophisticated weaponry easy 
to master by taking care of complicated procedures such as pick- 
ling and branding your target for you. Likewise, while the 


make a big difference. Whether you’re swooping in low over the 
trees of the Columbian jungle or skimming the harsh desert ter- 
rain of the Middle East, you get quite an eyeful of detail in each 
terrain. Terrific effects such as 3-D fire and explosions, texture- 
mapped 3-D flying objects and vehicles, and the thumping, CD- 
quality rock soundtrack add to the fun. 

There is a penalty for the game’s beauty, however: Terrain 
maps are limited to a set amount of square footage. When 
you fly outside the map area, 
enemies quickly grow nasty 
and inform you of your trans- 
gression. These boundaries 
also apply to altitude: fly too 
igh and you are immediately 
warned—if not punished—by 
enemy MiGs. Such barriers 
imit the game play somewhat, 
and create an even stronger 
arcade feel. 

That may annoy flight-sim 
anatics. But if you're looking 
‘or exciting, arcade-style com- 
bat rather than a quality flight- 
sim experience, this is money 
well-spent. 


Sierra On-Line 
800-757-7707 


* Remember, this 
isn't a realistic 
flight model. You 
can tum using 
just your rud- 
ders—a handy 
trick when you need to tum at low 
altitude and avoid the ground. 
* After you finish a primary 
mission goal, your commanding 
officer will usually ask you to 
take on a side mission, which is 
far deadlier. You don't have to 
accept it to advance. * When 
choosing weapons, load up with 
as many maverick missiles as 
possible on your hardpoints. 
They are more accurate and con- 
venient than freefalling bombs. 


List Price: $59.95 


GAME PLAY: 
GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 


Expect hot arcade action, not flight-sim 
realism, in Silent Thunder. 


PLAY the Demo 
on the disc 


Whiplash 


улеш, all the strategy games and simulations in the 
world aren't enough to suppress a gamer's raging desire to get 
on the road and burn rubber. Whiplash provides the fast cars, 
treacherous tracks, dangerous opponents—and did I mention 
burning rubber? 

Whiplash wastes little time on its story, positing some- 
thing about a near future in which eight major auto manu- 
facturers vie for top honors in an internationally broadcast 
championship. Drivers race as aggressively as the durability 
of their vehicles will allow. Guess who's been tapped to lead 
one lucky corpo- 
rate team into the 
gauntlet? 

Once you ac- 
cept the challenge, 
getting into the 
race is simple: pick 
a car, pick a track, 
pick a race, and hit 
the asphalt. Wheth- 
er played from the 
driver-seat or chase- 
car view, Whip- 
lash’s game engine 
is impressive. Skid- 


Whiplash 


Interplay 
800-969-4263 


Developer: Gremlin 

Interactive 

Platform: DOS CD 

Requires: 486/66, 8MB RAM, DOS 5.0, 


double-speed CD-ROM drive 
List Price: $49.95 


GAME PLAY: 


GETTING STARTED: 


GRAPHICS: 
SOUND CHECK: 


Bt 


Burn 


rubber on 
16 twisted 
tracks. 


ding, sliding, soaring, and colliding are rendered smoothly 
throughout each of the 16 tracks. The rotating 360-degree spin- 
outs are seamless. Some of the choicest stretches of track take 
you upside-down through loops and corkscrews, and the warp: 
ing perspective never misses a beat. 

Perhaps the best thing about the game is that it’s networkable 
for up to 16 players, allowing true driving mayhem. It also de- 
mands some interesting tactical considerations that elevate it 
from the realm of a standard arcade sprint. Each of the eight 
cars is a different compromise between speed and durability, al- 
lowing you to tailor your selection to your racing style. In the 
16-car championship mode, you race as part of a two-car team 
and can communicate with your teammate during the race, is- 
suing orders like “go for the line” or “take out other cars.” As 
another nice touch, cars take visible damage during the race and 
engines will actually catch on fire. —Daniel Morris 


SHOPPER 


4 Great Books for 4 Hol Games! 


Bad Mojo Official Player’s 
Guide 


It's not easy being a roach. Just ask Roger Samms, who 
morphed into one this morning. Now he and you must 
endure a perilous journey through this seedy waterfront 
bar to solve the mystery of your transformation. This 
exclusive guide gives you the clues you need to unravel 
the riddle and make it back to human form. 

$19.99 

Bk-Code 0941 

Platform: PC CD-ROM 


EarthSiege 2 Official 
Player's Guide 


By John Fi 


Prometheus is back with a vengeance after setting up a 
new base on the moon. This time, he’s building more of 
his Cybrids (robots) and sending them to Earth оп а 
mission to kill all humans. The future of Earth and all 
humanity is in your hands, and this strategy guide is your 
best chance for survival. 

$19.99 

Bk-Code 0879 

Platform: PC CD-ROM 


[ 


The Beast Within 
Official Player's Guide 


By Corey Sandler 


Help Gabriel Knight and his capable assistant, 
Grace, investigate werewolf attacks in Germany. а 
This guide includes a comprehensive walk-through, [Ж 
a hint section, and a look at the creators of this 
amazing video adventure. 

$19.99 

Bk-Code 078X 

Platform: PC CD-ROM 


GemStone Ill Official 
Player's Guide 


By Barry Brenesal 


In the Official Guide to the amazing on-line world 
of GemStone you'll learn to talk to wizards and 
warriors, cast spells, hunt for buried treasure and 
serve your king. Created with the game's designers 
and testers, GemStone 111 Official Player's Guide 
gives you all the keys to unlock the secrets to this 
unique interactive experience. 

$19.99 

Bk-Code 0895 

Platform: Intemet 


(ШЕШ 
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Add $4.00 for shipping and handling ($6.50 to ship to Canada, $12.00 to ship outside U.S.) Add $2.00 for each additional book ordered, 


$3.00 outside the U.S. 


Add sales tax, residents of СА, IL, NJ, and TX only (CA = 8.25%, IL = 6.25%, NJ = 6%, TX = 8.25%) 
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Simulation 


Strategic Simulations 
408-838-6800 


Platform: DOS CD E 
Requires: 486/66, 8MB RAM, DOS 5.0, 
Super VGA, double-speed CD-ROM drive 
List Price: $55 


GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 


An addictive sub simulation that blends 
technical seamanship with visceral 


thrills. 


GAME PLAY: 


Damn the torpedoes! 


Silent Hunter 


By Daniel Morris 


ilent Hunter puts you at the helm of a U.S. Navy 
submarine pursuing an undersea campaign against 
the Japanese Imperial Navy in World War II. Your 
battleground stretches from Midway to Formosa, 
and your job is to sink anything flying the flag of the 
Rising Sun. 
The game of- 
fers you com- 
mand of one of 
nine submar- 
ines—from the 
small, nimble S 
clas to the mas- 
sive and powerful 
Tench class. Game 
play focuses on tac- 
tics, not strategy, and 
even in the Cam- 
paign mode your 
pre-patrol orders are 
never more compli- 
cated than “Sail to East China Sea and sink all enemy shipping.” 

You can begin your campaign at any time between December 
1941 and the end of the war, letting you decide for yourself 
whether to challenge the awesome Imperial Navy at the height of 
its supremacy or mop up the remaining pickets of the Japanese 
isles at the end of the war. Navigation is thankfully simple, ac- 
complished with a few mouse clicks on a single map screen. 
Cruising is generally a painless process of clicking on waypoints 
and then waiting for sonar contacts. The game also includes a 
dozen historical scenarios, composed mostly of straightforward 
search-and-destroy missions. 

If you're used to thinking of naval simulations as a series of 
technical readouts, Silent Hunter’s gorgeously detailed graphics 
will come as a pleasant surprise. The rotating view from the conn 
is replete with finely chiseled waves and wavecaps, discernible 
currents, ship wakes, and dense skies and clouds. Enemy ships re- 
tain sharp detail even when viewed at the highest magnifications 
of your periscope or binoc- 
ulars, right down to the 
Japanese flags whipping in 
the wind. 

SSI seems to have put 
real care into making Silent 
Hunter easy-to-use and 
historically accurate. The 
target-acquisition and at- 
tack procedures are cov- 
ered in a few well-con- 
ceived screens; you'll do 
most of your work from 
the periscope view. Another 
winner is a hot-button fea- 
ture that zips you to any 


You can control most of your sub's functions from 
the periscope view. 


YAMATO 


" BATTLESHIP 


|n 
аг 
E 


| The Yamato's a sitting duck! Identifying ships is easy 
thanks to an online database. 


screen with a 
single keystroke, 
eliminating nerve- 
wracking menu- 
scrambling in the 
heat of battle. 
Even landlub- 
bers should have 


* Ambush is 
the name of the 
game. Slip qui- 
etly into a busy 
sea traffic lane 
and let your prey 
come to you. е Pick your fights 
at night, when you have a much 
hetter chance of escaping from 


no difficulty diving right in, 
thanks to useful realism and 
difficulty controls. At the 
advanced settings, Silent 
Hunter will satisfy players 
looking for an all-out simu- 
lation. (For a fun but ener- 
vating demonstration, try 
manually computing a fir- 


your attack. è Pay attention to 
the Interviews. These veterans 
can teach you some hard-won 
lessons and tactics. е The 
Narwhal- and Balao-class subs 
are able to dive well below the 
maximum depth of other subs. 
This can allow you to get under 
many enemy depth-charge at- 
tacks. е If you want to survive 
to see that sweetheart back 


home, concentrate on hit-and- 
run attacks against lightly pro- 
tected merchant convoys. 


ing solution for your tor- 
pedo. Calculus degree re- 
commended.) Novices can 
ease into command by in- 
creasing the voltage from scenario to scenario. 

Before you cast off, it's worth taking the time to go through 
the game's wonderful Interviews section. Accompanied by 
newsreel footage, real-life sub commanders—including 
William “Bud” Gruner, captain of the USS Skate and a techni- 
cal advisor for the game—take you on a fascinating historical 
tour of submarine warfare, from life aboard the boat to recol- 
lections of desperate battles. 

The finishing touch on this versatile simulation is a fast, sim- 
ple scenario editor that grants you control over every facet of an 
engagement. Type, number, experience, and battle quality of the 
enemy; weather, time of day, date in the war, and water condi- 
tions. The exhaustive options are further augmented by the re- 
alism and difficulty settings. 

Silent Hunter is about as much fun as you can have under wa- 
ter. It captures the visceral intensity of submarine warfare—the 
silent running, the midnight sneak attacks, the desperate crash 
dives to outrun descending depth charges....All the claustropho- 
bic anxiety of pursuit and the exhilarating elation of the kill. 
Happy hunting. 
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Хош Available 
for Windows 95 


Featuring 


“А must have 5 New Locations 
for real and 


virtual pilots 


alike." 
-Computer Gaming World 


*The sensation 
of flight 
is incredible." 


-Strategy Plus 
"Its a quantum 
lea beyond the 
ight simulators å 
on the market Tue шло 
today." ff ры t 
-Private Pilot i 2) Ше 2 
simulators. 
-Popular Mechanics 


Multiple cockpit views 
including 360* VR mode. 


OL MI 


5 "It's the closest 
Асен cis Computer Gaming World ЖШ thing to real flight 
puse" T ; I’ve ever seen." 
-МІКе Goulian 


Super realistic flight 
modeling for smooth 
and fluid flight. 


U.S. National 1995 
Aerobatic Champion 


For: Windows® 95 Operating 
System. Pentium®60 or higher, 8 
MB of RAM, 12 MB of Windows® 95 
Virtual Memory,32 MB of hard drive 
space, 2x CD-ROM drive, SVGA Video 
640x480, 256-color, and a 100% 
Windows® 95 compatible sound 
сага. 100% Windows® 95 com 

ble joy stick, contre 

der pedals support 


Fly over photorealistic Fly five of the wi 


Artificially Intelligent Flight 
Instructor teaches you to scenery-the best high-performance alt 
fly dare-devil aerobatics. of any flight sim. Decathlon, Extra 5005, 


Grob G-103, Pitts S-2B, 
Sukhoi SU-31. 


YLE 
ШШ 


Available in major retail т or order direct (800) 360-7455 


©1996 Looking Glass Technologies, Inc., Cambridge MA. Flight Unlimited, Looking Glass and the distinctive logos are trademarks of Looking Glass Technologies, Inc. 
Pentium is a trademark of the Intel Corporation. Microsoft, Windows and the Windows logo are registered trademarks of Microsoft Corporation. All rights reserved. 
Full support for a variety of peripherals including control yokes, joysticks, rudder pedals. 


http://www.Iglass.com 
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Dive! Dive! Dive! 


Fast Attack 


By Peter Olafson 


here's a lot going on beneath the surface in 

Fast Attack, and perhaps not enough hap- 

pening on top of it. Fast Attack is the 

second of two Software Sorcery games 
distributed by Sierra On-Line. This elaborate 
modern-day sub sim combines the glossy good 
looks that have become its developer's trademark 
with a more cohesive design than its predeces- 
sor, Defender Of 
The Crown variant 
Conqueror A.D. 
1086 (for review, 
see February 1996, 
page 96). 

Fast Attack puts 
you in command 
of a Los Angel- 
es-class nuclear at- 
tack submarine, 
and the complex- 
ity of the simula- 
tion was something of a revelation for me. Brought up on games 
like Silent Service and 688 Attack Sub, Гуе always maintained 
the naive expectation that I could line up sub with target, let a 
torpedo fly, and sit back and watch the fireworks. 

Not here. Not hardly. This is rigorous 
work, to the extent that finishing even 
the tutorial missions—not to mention the 
game—is a significant accomplishment. 
Guiding a torpedo to its target involves 
using an array of detailed screens to ana- 
lyze sonar signature, load up ordinance, 
find the range, obtain a *firing solution," 
“ping” the target with sonar, double-and fers 11 training missions, 5 battlesets (from the Persian Gulf to 
triple-check your battleplan, and finally, the Sea of Japan), and a career mode. Your sub also comes 
let slip the hotdogs of war. When a ship equipped with ship-killing Harpoon and Tomahawk missiles, 
goes down, you'll know you’ve earned it, and more than a few neat gadgets, including a “warbook” that 
because that’s the only way covers every ship in the game. 


=. they go down at all. Underwater, all's well. (You may wonder at the lack of a pro- 
Sierra On-Line ее don't know how real — vision for damage control, but Sierra says it is handled automat- 


estroying 
rewarding pr 


complex but 


tono | 


A handy online workbook supplies vital info on enemy ships. 


800-757-7707 ‚ ; Уе E “өрү ; 
Cu subs work, but ГЇЇ wager ically, and invisibly, by the game's artificial intelligence.) On the 
i: it’s something like this. Fast surface, things aren't so good. The payoff for all your hard work 
Developer: Software 8 > 5 5 у у 
Sorcery Attack feels real—an im- is rather cheesy: The periscope view, with its pitiful 2-D depic- 
DE pent EAM Dos 55 pression reinforced by the — tions of ships and a swelling sea, is a conspicuous weak link. Fast 
equires: 486, | 0, eor obe cp AN) E Y ЖЕЙ aks Bie AR ae lacy 
Super VGA, double-speed CD-ROM drive, crew’s businesslike chatter Attack seems more comfortable with its abstract, elect onic ver 
mouse of reports and confirma- sion of submarine warfare than the real one, and it’s easy to feel 
List Price: $54.95 tions, and the ability to ac- distanced from the action by all the gadgetry and the polished 
CAME P 1 tivate functions by clicking representational animations. Admittedly, today's real sub- 
on parts of the control mariners, who can obliterate ships hundreds of miles away, don’t 
BETTING STARTED C+ å : ie 0 m 
D room. (For all the complex- ^ always get to see their handiwork. But this is a game, not just a 
- ity, the helm is very easy simulation, and it begs for some visceral satisfaction. 
SOUND CHECK: — Ж n ER 5 z 1 ; ү 
x Tum pU to operate.) Fortunately, the feeling of distance will pass. The first time the 
п - ; er КЕТ. MEE. P 
шер, Chalonging sd cum Andthatsonlyadropin alarm goes off—indicating someone's pinging you—you won't 


hearted graphical payoff. 


the ocean. Fast Attack of- feel distant at all. 
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PANDEMONIUM ЕС” 


RN 


TUR 


A SA 


You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others іп a game of 
skill. Can Ты solve the puzzle below? Then ps have what it takes. It looks simple, 
but its only the start. Each of five more puzzles gets a little harder. But this time its 


all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Computer Contest. Win a blazing fast computer with Pentium 166 Mhz 


processor, 16 meg. ram, 1.2 Gig. hard drive, CD-ROM, 17" monitor, modem and more! 
Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation; ve Saturn; Virtual Roy 3D0; and Atari Jaguar. Get all five or 
trade the ones you don't want for CA$H! Bonus options include: 33 inch monitor, 
$1,000 in games, cash, accessories and more! 


WORD LIST and LETTER CODE chart 
WRECK . 
TURBO 
DREAM 


CHASE. 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


йы 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
130 watt receiver w/ Dolby Pro konic Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 
We're talkin GAMING HEAVEN! 
Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 
In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many wi Шү but typically 55% will have the 
highest score possible score to Phase І, 43% to Phase Il, 36% to Phase ІІ, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTRY FEE: 
Г ($3.00) Computer Contest 

E ($3.00) Video Game Contest 

[Г] ($3.00) Media Rig Contest 

[Г] ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name 


TVW ANY ало 


Address 


State Zip 


City 

13 SEND CASH, M.0., OR CHECK TO: 
PANDEMONIUM, Р.О. BOX 26247 

MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY Aug. 17TH, 1896 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, inc. and its suppliers are ineligible. Judges decisions are final 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, delayed or 
stolen mail. Open to residents of the U.S. its territories and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7204 Washington Ave. S, Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine have no affiliation with this contest. © 1995 Pandemonium, Inc. 


changed my li 


ool, eventually for rea 


it a regulation pool tab 


ation. After playing 


I must confess that I 


BUT TNR 
Line Ца Sisi 


hen Virtual Pool came out, it quite literally 


what appears to be a fairly pathetic exis- 
tence, let me explain. 
My Virtual Pool addiction led me to play real 


stick and all the accessories, and shortly thereafter 
moved my one-car family into a house with a two- 
car garage. The extra space, of course, was used to 


So you can understand why I approached 
Virtual Snooker with no small amount of antici- 


BT 


fe. Now, before you vilify 


money. I bought my own 


е. 


> 


or a few days, I'm not looking for a 


house with more space, but I have found the only other bil- 
iards game that is as good as Virtual Pool. 


used to view snooker much like most of 


America views soccer. That is, I was fairly aware of its existence 
and the immense following it has in other countries, but not the 
east bit knowledgeable about how to play. It took me a little 


while to grasp the rules 
and strategies, which are 
a little more penalizing 
than those of American 
pool. But once I learned 
the basic concepts, I 
quickly discovered why 
the Brits enjoy it so much. 
For those fortunate 
enough to own Virtual 
Pool, the interface and 
feel of Virtual Snooker 
will be very familiar. In 
essence, this is exactly the 
same game, albeit with a 


You can move in or out, up or down 


with justa bigger table and differ- 


stroke of your mouse to get the hest possible ent-colored balls. 


angle for a shot. 


* To hit the balls. 
a lot harder 
without breaking 
your mouse 
against your 
desk, hit A (for 
Amplify) before you shoot. е If 
you aren't real familiar with 
snooker, watch а few demos be- 
fore you begin playing. You'll 
want to learn the game and pick 


up strategy tips. * Remember 
that in addition to the red- 
ball/colored-ball shots, you can 
score on а snooker, wherein you 
shoot the сие ball into а position 
in which hitting а red ball is im- 
possible for your opponent. 


Snooker's game play 
is the epitome of user- 


Interplay 
800-468-3775 


Platform: DOS CD 

Requires: 486/33, 4MB 

RAM, MS-DOS 5.0, VGA, double-speed 
CD-ROM drive 

List Price: $39.95 


GAME PLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


If you love snooker or want to move be- 
yond regular pool, Virtual Snooker is the 
best way to play on your computer. 


Bow tie and black vest not required 


Virtual Snoo 


By Shane Mooney 


J 


ad 


Ir rur DUC ROS TC. 


If you played Virtual 


І Pool, you'll know Snooker's interface. 


friendly. You control your cue-stick, angle, and stroke with sim- 
ple mouse movements. I was able to raise the butt of my stick, 
decide where I wanted to hit the cue ball, and replay my mistakes 


over and over again. 


The table physics accurately model real-world snooker. I 


could put a slight s 
should, or bounce it 
in real life. 


in on the cue ball and have it go where it 
off the target ball exactly the way it would 


Yet, like Virtual Pool, Snooker's physics often seem a bit too 


perfect. On a table 


free from any sorts of defects, my game 


proved much better than it would in real life. Still, playing Virtual 


Snooker will undou 

You can take on 
or, if you have any 
those whose techniq 


tedly improve your real game. 

computerized opponents like E. Z. Pickens 
friends, play the game over a modem. For 
ue is a little rusty, there's a nice multimedia 


section where renowned snooker champion Steve Davis shows 


you the basics. 

The one thing 
that really disap- 
pointed me was the 
lack of in-depth in- 
structions and rules 
of snooker. Virtua 
Snooker includes the 
basic rules and 
lessons on play- 
ing well, but no 
explanation. o 
snooker itself. I 


seen the game 
before, уой 


of investigative 
Misses Often). 
expand their bil 


black vest. 
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you уе пеуег 1 Т) 


ч 


Т ЕЕРІЕЗЕСІР Гб 


Learn the physics of real snooker һу 


have to do a lot seeing the direction the balls take after 


you hit them. 


work to figure everything out (and lose quite a few games to 


Still, for everyone who loves snooker and wants to 


liard horizons, this is the closest you'll get 


to the real thing without having to wear a bow tie and 


PC CD-ROM 


Yo feel the Sweat dripping off your brow, hear the roar 


of owd, taste the sweetness of victory. Your pulse 
races as you await the shot from the starter % pistol. "м 
Today is the day. This is the moment you've Å % 


training for your entire decathlon m. 


Bruce Jenner's World Class Decathlon, using rea 
action, is a realistic simulation of the M Class 
Championship. Endorsed by the World Champion, 
Jenner, the title promises to bring all the excitement of 
this year's Summer Games directly to players so they car 
compete for the gold in their own homes! 
Бен ен M 

ЮВ Includes all ten decathlon events, from the 100 meter 4 
dash to the pole vault, the discus, and more! 


IF Practice in single events, one by one, or start and 
compete through а full 10-event decathlon. 


Il Assume the role of one of eight competing athletes from 
around the world. 


ШЇ Bruce Jenner, the World Champion Decathlete, appears 
as your "on-line" coach, providing hints and tips on 


how to excel throughout the game. | " 


or 919-461-0722 


To order call: 1-888-446-2440 (North America only) 


www.imagicgames.com 


Developed by: 
Holy Mackerel Media 


and å $ 


DALLAS 
MULTI SY IDA 


Published By: 


NIERACINE 7 С) 


(9) 19961 Interactive Magic 
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A classic is made even better 


Civilization Il 


By Barry Brenesal 


pri 45 


You'd better һе well-versed in the principle of supply 
and demand. 


any strategy gamers’ first love was Sid Meier's 

Civilization. Its configurability, open-endedness, and 

challenge simply blew people away when it came out 

five years ago, and its popularity hasn't waned much 
over time. Now, finally, this game has received a much-needed 
overhaul and been made even bigger—and better—in 
Civilization II. 

* Never tried Civilization before? You're in for a treat. Civ II is 
the ultimate computerized strategic gaming challenge. It features 
global competition with personalized computer and (via modem 
or null-modem cable) human opponents, struggling to build a 
dominant empire. Games span a period of 6,000 years, and each 
time you play, the world is different. 

Civ П is complex and sophisticated, but it doesn't require te- 
dious micro-management—its seemingly endless number of op- 
tions become second nature in a relatively short amount of time. 
All you need is a little patience (of course, using the excellent 
saved tutorial game won't hurt either), and you'll quickly learn 
the game's essential features. : 

Basically, Civ II is a turn-based game of exploration, com- 
merce, balance, and conquest. You discover the world as you 

settle it, gathering 
Civilization new зош 
MicroProse å and growing your 
800-695-4263 population. More 
food means larger 
cities—or more 
cities, as you send 
out new explorers. 
Scientific research 
lets you make 

CRADHICS: n technologi- 

SOUND CHECK: cal advancements. 


се m mam Whatever scien- 
wonderfully compelling upgrade of a на s 5 
Sitstedy Чак. tific path you рш 


sue causes several 


Platform: Win CD 
Requires: 486, 4MB 
RAM, 3.1, Super VGA 
List Price: $48.99 


Civ Il is complex and sophisticated, yet doesn't require 
tedious micro-management. 


рро 10 


Of course, your ultimate goal in Civ Il is to spread your 
Civilization to other worlds. 


other, similar paths to be temporarily delayed. After studying the 
alphabet, for instance, you can choose to study map-making, 
code of law, writing, or mathematics. All four are equally im- 
portant, but whichever one you choose first hinders your study- 
ing of the other three. 

These repercussions hold true for your cities’ development as 
well. Will you add more buildings to increase production and 
bring other benefits? Create new units to protect yourself and at- 
tack your neighbors? Or devote a very long time to designing 
Wonders of the World, which offer major advantages to your en- 
tire civilization? 

You can have as few as three or as many as seven other civi- 
izations compete against your strategic might. You select oppo- 
nents from a pool of 21 adversaries with varying attitudes and 
yles of play. You can choose to create alliances with opponents 
or declare war. Establish trade routes, send out spies, and steal 
technologies. There's no single route to success. You'll need to 
use all your resources and cunning to grow strong enough to turn 
your enemies into ancient memories. 
For all the similarities to the original, Civ II is more than a mi- 
nor update. Yes, the basic elements remain the same, but much 
has been added or tweaked. That goes beyond the fancier—but 
still disappointing—graphics. 
For one, Civ II is, in mar , much more realistic than 
its forebear. Consider combat, for instance. Remember how in- 
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furiating it was to have your 
Battleship bombard a city, only 
to see it destroyed by a single, 
ancient Phalanx unit hiding be- 
hind fortified walls? Тһе 
chances of this occurring have 
nearly vanished thanks to a 
greatly extended range of of- 
fensive and defensive points. 
Even simple Musketeer units 
(musket bearers, not mouse 
cultists, silly) are far tougher 
than relatively similar Phalanx 
units, which magnifies the gap 
between the units’ respective 
technologies. 

Battles used to be win-or- 
lose, all-or-nothing affairs, 
with victorious units emerging 
unscathed. Now, your units 
can emerge from victory sport- 
ing damage, resulting in re- 
duced movement points and 
increased vulnerability to fu- 


ture attacks. The injuries heal 
over time, especially when 
your units are resting, and new 
city improvements speed the process even further. 

New, more practical combat rules enhance this feeling of a 
strategic war game, rather than just a strategy game with combat 
units. For example, when air units attack ships in port, the at- 
tackers have doubled firepower, faithfully reflecting the vulnera- 
bility of their targets. These air units can now carry land units 
and paradrop forces into a well-defended enemy city, which adds 
more fun and paranoia to the game. 

In terms of production, Civ II continues to evolve into a more 
challenging, realistic game. In the first Civ, you could instantly 
switch production from one type of Wonder to another, or to a 
different type of unit or city improvement, as circumstances war- 
ranted. (*Oh, that Rifleman unit is approaching my capitol? 
Let's convert my work on Newton’s Laws into a Tank.") Civ II 
assesses penalties for switching production types in midstream. 
You may lose some of your shields, for instance. (Shields are 
units that measure your building capacity. The more your cities 
produce, the more cool stuff you can build.) 

Diplomacy is also emphasized more heavily the second time 
around. You can now declare ceasefires and take a breather be- 
fore resuming your attacks on another civilization. If you’re the 
huggy-feely type, choose a permanent alliance instead of a sim- 
ple peace treaty and move your units without regard for your 
partner's zone of control. But if you follow up with an attack, 
watch out. Computerized opponents have excellent memories, 
and they carry grudges loaded with neutron bombs. 

There’s more of everything in Civilization II. Different terrain 
types now have two associated resources rather than one. Some 
swamp squares in Civilization, for instance, used to produce oil, 
generating four shields. Now some produce peat as well (four 
shields) while others have spice (four trade arrows). Some units 
can even transform terrain types. Settlers and engineer units can 
also improve farmland, preparing high-yield market gardens. 

Expect many new and tweaked city improvements and World 


very entertaining. 


The road to world domination is very long. Fortunately, it’s 


Wonders. And there are no 
more dead-end advances; 
anything you study leads to 
something very useful. There’s 


an additional government type, too: 
Fundamentalism (others include Anar- 
chy, Despotism, Monarchy, 
munism, Republic, and Democracy). 
Under this rule, citizens are always 
happy, there’s very low waste, and every 
city can support up to 10 military units. 
Budding theocrats take note, however: 
All scientific research is halved. 

Still not enough of a challenge? Try 
out the new Deity mode, which surpasses 
the Emperor mode of old. Conversely, if 
the challenge ever seems too great, try the 
new Cheat menu, and build a Wonder or 
add a unit improvement instantly. 

This help system is vastly more attrac- 
tive, but then, you'd expect that from a se- 
quel. The graphics are naturally more dis- 
tinguished—Super УСА vs. УСА is no 


5] | 

[vue Оена 
pane 
feme 


А 
б ete pe endte 


Diplomacy and bartering are important 
trades to master. 


Com- 


contest. But retaining the overall look of 
the old game has forced some sacrifices, and Civilization II is es- 
sentially the same visual icon-based game of old. 

That shouldn't blind you to what MicroProse and Sid 
Meier have accomplished in Civilization II. It's a consider- 
able achievement, significantly improving a very complex 
classic without losing the flavor of the original. At a time 
when so many airhead games with motion-picture visuals 
are hitting the streets, newcomers and veterans alike will 
welcome Civ Is imagination, depth, and fun. Civilization II 


is a must-have. 
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Wizards, warriors, and dragons—oh 


Fantasy General 


Play as one of 
four heroes. 


By John P. Withers 


ike all game companies, Strategic 

Simulations (SSI) will happily milk an en- 

gine for all it’s worth. Hence, it shouldn't 

amaze anyone that SSI has recycled the 
phenomenally popular Panzer General engine 
into a new fantasy wargame. 

For those expecting a Panzer General 
clone with dragons instead of tanks, 
Fantasy General offers а welcome sur- 
prise. This game takes the best of the PG 

engine and adds enough new features so 
that no one could ever mistake it for a simple 
reuse of existing code. 

Fantasy General lets you take on the role of one 
of four champions trying to rid an oppressed 
world of the Shadowlord, an evil tyrant who holds 
the entire planet in a despotic death grip. Each 
hero has special abilities, such as casting spells or 


summoning armies, that make the task easier or 
more challenging, depending on your choice. 
At the start of the game, you get a number of units, a la 
Panzer General, that form the core of your army for an entire 
campaign. These units come from a number of different classes, 
including flyers, heavy in- 


fantry, siege engines, spell- 
casters, and cavalry. You also 
start with a small amount of 
gold, which you can use to 
buy extra units for your 
army or invest in training for 
current units. 

Once you've selected all of 
your units, you start out on 
the long road to reclaiming 
the planet for the forces of 
good, continent by continent. 
You'll have to win a number 
of scenarios on each continent 
before moving on. 

The actual combat in the scenarios contains the strongest 
traces of the PG engine. As in PG, you are confronted with a hex- 
based map; only a few of the spaces on the map are available for 

placing units, which is done with a few simple mouse 
BR | clicks. After placing your units, you must use them to take 

over a set number of predetermined goals in a fixed num- 
ber of turns. 

Solid features clearly differentiate Fantasy General’s 
combat mechanics. You can cast complex magic spells that 
increase units’ combat abilities, or use other magic to de- 
stroy your enemies. Units must also deal with a realistic 
wound- and kill-damage system that allows some injuries 


e to be healed just by resting, while other damage stays with 


A good leader doesn't send troops 
into the field without training. 


a unit regardless of rest. 
Better yet, while Fantasy General offers complex com- 


but not easy to win. 


bat abilities and simulation, it is 
as easy to play as its predeces- 
sor. After spending ten minutes 
with the tutorial in the manual, 
the interface became intuitive, 
allowing me to concentrate on 
the game's most important ele- 
ment: tactics. 

In addition to the 20-plus 
linked scenarios in the cam- 
paign mode, Fantasy General 
offers а play-by-e-mail option 
allowing two players to go head 
to head, as well as an arena op- 
tion that lets you build your 
own Scenarios. 

With solid graphics, great 
playability and an 
absolutely | superb 
classical music score, 
Fantasy General does 
for fantasy wargam- 
ing what Panzer 
General did for WWII 
games: it makes the 
genre fun, easy to 
play, and tactically 
challenging. All as- 
piring mage generals 
should consider add- 
ing Fantasy General 
to their spell book. 
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A simple interface makes Fantasy General easy to play— 


Strategic Simulations 
800-601-7529 


* Your core 

units are your 

life. Let your vol- 

unteers take as 

much pain as 

possible and rest 
your core units at every opportu- 
nity. е Spellcasters using death 
wounds (which turn all the 
wounds your troops inflict into 
kills) on your other units can 
make for a fierce combination. 
Make sure you don't outrun your 
casters. е Magic and mechs 
don't mix. Use your magic units. 
to attack mechanized units, but 
shield them with mortals when 
the enemy mechs are on the 
offensive. 


| 


Platform: DOS CD 

Requires: 386DX/40, 8MB 

RAM, Super VGA, double-speed CD-ROM 
drive, mouse 


Street Price: $50 


GAMEPLAY: А 
GETTING STARTED: B 
GRAPHICS: | 
SOUND CHECK: 
Solid wargaming from start to finish. 


An obsolete battle group. 


The Gomplete 
Carriers At War 


he Complete Carriers At War (CAW) is a compilation of 
Г“ ever done with the CAW series: the 4-year-old 

CAW engine, a host of old scenarios, a new scenario, and 
a scenario editor. While this seems like a lot of meat (more 
than $200 worth, as the box boasts), it's past its prime. 

In CAW, you take command of one or more task forces dur- 
ing World War II. You can choose any side in an engagement, 
with the computer artificial intelligence (AI) controlling the re- 
maining forces. The gist of the game is to use your Carrier Air 


ty Al is the only th 


Groups to ham- The Complete 


mer the enemy be- Carriers At War 


ШЕ. 


esf Strategic Studies Group | i 
оге they hammer уиуу 228 


you. You can fight 
as just about any Platform: DOS CD 

nationality, includ- Requires: 486, 4MB RAM, DOS 3.1 
5 па ып List Price: $69.95 

ing the U.S., Ja- 


pan, Great Britain. GAME PLAY: 
Germany, and GETTING STARTED: E 
France. GRAPHICS: 
On the bright 
side, this game 
boasts incredible AI depth, some excellent fog-of-war features, 
and very realistic details on enemy spotting. An even bigger 
bonus is the scenario editor, which provides depth of control and 
Al editing that are virtually unmatched among strategy games. 
(Just be warned: the AI control scripts may seem like more of a 
programming language than a simple editor.) 
Looming beneath the surface, though, are some pretty ma- 
jor faults. For one, the game's not easy to control—you must 
manage dozens of screens to perform the simplest actions. The 
graphics and general feel of the game, which weren't cutting 
edge when they were new, are now four years out of date. And 
Strategic Studies has made no provisions for campaign or mul- 
tiplayer action. 
Serious naval-sim fans will like this title for the depth of the 
Aland the scenario-editing features, but casual wargamers may 
want a more up-to-date haven for their defense dollars, such as 
5515 Silent Hunter or Great Naval Battles. —John P. Withers 
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June 1994 Full-Motion Video 
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September 1994 Power Play 

October 1994 Dark Forces 

November 1994 Star Trek Interactive (includes CD-R0M)* 
December 1994 Doom Killers (includes CD-ROM)* 
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credit card, ЕШ Canada, $1200 ouside the US, (Add $2.00 
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$9.95 d i 50 Games on the Drawing Board 
(includes CO-ROM)** 
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June 1995 Preview: Advanced Gaming Systems 
$3.95 (includes CD-ROM)** 
$3.95 duly 1995 Full Throttle (noudes cD-ROM)** 
$3.95 August 1995 Sex in Games (includes CD-ROM)* 
$3.95 September 1995 Тор Gun (includes CD-ROM)** 
$3.95 H October 1995 Rebel Assault II (noudes co-Rom™ 
$3.95 November 1995 Cyberia (nauis (0804) 


$3.95 December 1995 Crusader: No Remorse (includes б0-В0М)** 


$5.95 January 1996 Windows 95 Games (noutes co-romy** 
$5.95 February 1996 Dungeon Keeper (nciudes co-RoM)** 


$3.95 March 1996 Тһе Future of Mac Games тошеру” 


$5.95 am» April 1996 Duke Nukem 3D ves соо)" 
$3.95 May 1996 Air Warrior ЇЇ (routes Co 80M) 


Shipping and handling: $4.00 for US, $6.50 


$5.95 


$5.95 
$5.95 


$5.95 
$5.95 
$5.95 
$6.99 
$6.99 
58,09 
$6.99 
$6.99 
$6.99 
$6.99 
$6.99 


*CD-ROM SAMPLERS For PC ому: 
**CD-ROM SAMPLERS FOR PC AND MACINTOSH 


for 
for each 


additional issue, $3.00 outside of the US) Allow 4 to 6 


9606PCB 


ing 1996 - PC GAMES [ 93 | 


Catch the 17!) 


By Bill Meyer 


ipper, the new techno- 

thriller from Take 2 

Interactive, not only 

scores big with sky- 
high production values, it also 
boasts an impressive collection 
of daunting puzzles. If you're 
having trouble nabbing the 
Ripper, check out our hints for 
some of the game's tougher 
scenarios. 


"There are several tricky puzzles in 
Catherine's apartment; each one 
gives you access to some of her se- 
cret research on the 
Ripper. To get her 
notebook, you'll have 
to enter her cyber- 
space WELL. For her 
WELL password: 

1. Examine the 
abstract fish paint- 
ing on the left wall. 
2. Find and exam- 
ine the poster with maps of the 
constellations. 

3. Remembering Catherine's note at 
the Herald, click on the crystal tray. 
4. Notice the connection between 
fish, constellations, and crystals. 

5. Map out the Pisces constellation 
in the tray for the WELL password. 


To obtain murdered cyberarchi- 
tect Hamilton Wofford’s WELL 
password, you'll need to solve 
three puzzles in his cottage to 
gain three vacuum tubes. With 


> 
r Jd ow these PC Games hints. 
(Tq PE 


the tubes, charge the monitor 
and reveal the word. 


Table Maze Puzzle 

1. Examine the maze, passage- 
ways, and gates. 

2. Each table button opens or 
closes two gates. 

3. Notice the color of each but- 
ton’s indicator light. 

4. Make three choices, causing 
only buttons 1 and 4 to be green. 
5. The vacuum tube appears. 


Time for a little zone conversion. 


Cash Register Puzzle 

1. Climb the stairs and exam- 
ine the patent award on the 
wall. 

2. Write down the patent num- 
ber: P2X255127.5A. 

3. “Р” is patent, “А” is award, 
and the “X” is a multiply sign. 
4. Multiply (2) by (255,127.5) to 
get 510,255. 

5. Locate the cash register in 
Wofford’s bedroom. 

6. On the register, press nickel, 
dime, quarter, and nickel. 

7. The vacuum tube appears. 


er 


Bag the serial madman with 


Alarm Clock Puzzle 

1. Examine the clock in Wofford’s 
bedroom. Note the time (2:35 
p.m.). 

2. Return downstairs and find 
three alarm clocks set to zero. 

3. Using the time-zone chart, 

set the pyramid clock to 2:35 p.m. 
Egyptian time and the cuckoo 
clock to 2:35 p.m. German time. 
4. Set the green, modern clock to 
2:35 p.m. military time (14:35). 
5. The vacuum tube appears. 


After opening Catherine’s WELL 
and defeating its ICE (Intrusion 
Countermeasure Electronic) mon- 
ster with liberal use of your 
shield, you'll obtain Catherine's 
digital notebook. To decode it, 
go to the police station (must be 
your third visit): 

1. Talk to Sergeant Brannon. 
Magnotta will interrupt, 
dropping a gun and security card 
in Brannon’s tray. You'll soon 
learn that the police personnel 
files are located in the file room. 
2. Take the card, go to the file 
room, open the cabinet, and read 
Magnotta’s file. 

3. Notice the password “Slayer.” 
The notebook unscrambles. 

4. Read the notebook’s contents 
for a clue about a book іп Cath- 
erine’s apartment that contains a 
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Your third Soho visit is crucial. 


compact disc. Put the disc in her 
computer to reveal a formula. 


То gather more information on Dr. 
Clare Burton, grab her security 
card from the front desk of the 
Tribeca Medical Center and break 
into her office. You'll notice the sig- 
nature of Dr. Vivien Santiago, one 
of Burton's old professors, inside a 
book. Now you can travel to NYU 
to visit Santiago. After exhausting 
all your questions, you'll learn that 
Burton belonged to the cyberspace 
group Web Runners, which still 
meets. To find the location of the 
meetings, examine the bulletin 

oard in the hallway. 
1. Look at each board posting 
that includes numbers. 


The NYU bulletin board. 


2. Move numbered postings to 
the bottom of the bulletin board. 
З. Arrange postings so that select 
words form a sentence with an 
address. The order of numbers in 
the correct arrangement of post- 
ings reveals the entry code to the 
Web Runners’ loft. 


Parens Ша Т 


е; Tm Strategy Plus, May 1996 
Pest Шипагер, 
ое Ол? Best Ашо, E 
ШШЕ BØR Best Soulie lu Entertainment Weekly, 
2 өтіне тыры 1996 Video Game Buyers Guide November 17, 1995 
55 Sta Digital Tur TV Ae 
2d Gamefan, January 1996" 


PlayStation he 


he ferocious cry of 
the Kilrathi may be 
little more than а 
distant purring for 
you, Colonel Blair, but re- 
member, the price of free- 
dom is never short-term. 
You may have vanquished an 
eons-old enemy, but now 
there is new conflict, and a 
new set of rules. Seeing as 
your flying skills may be a 
little rusty from all that 
farming, how "bout some 
advice? 
Combat Clues 
Before you jump into battle, take a 
minute to look everything over. Be 
sure to synchronize your guns by 
hitting Ctrl-G. Naturally, you'll in- 
flict the most damage if all your 
guns fire at exactly the same time. 
You may have one of the hottest 
ships this side of the Andromeda, 
but it'll do you no good if you can’t 
target anything. There are a few 


Effective use of Target Lock can make 
the difference. 


By Shane Mooney 


Finding the price of freedom 
too steep? These tips will get 


you on track. 


things you need to do to be effec- 
tive at taking down the enemy: 

* Match his speed. If you go too 
slow, the enemy will leave you far 
behind in his vapor trail. If you go 
too fast, you run the risk of over- 
shooting him, or worse yet, collid- 
ing with him. Lock on your target 
by hitting L and then match his 
speed by tapping Y. Be sure to hit 
Y frequently to match your tar- 
get’s changing speeds. 

* Trust the little green circle on the 
LT.T.S. By aiming at a ship, you're 
only going to end up firing behind 
him unless you're practically on 
top of him. Concentrate on firing 
when you see the red “sure hit” 
bracket light up. 

* [ike a hungry cheetah 
chasing down his prey, 
pick your target and fo- 
cus on it. Don't be 
tempted to take a shot 
at whatever ship crosses 
your path—it'll only 
distract you from your 
main objective. If you're 
shooting at every ship, 
you might do some 
damage, but not 
enough to finish any 
one ship before the en- 
emy finishes you. 

* There are times when 


you'll be asked to take out capital 
ships that are roughly the size of a 
small city and have the armament 
of a large country. The first thing 
you need to do is look for the 

weak points, which are the bridge, 
the rear thrusters, and anywhere 
inside the hull. Hitting them where 
it hurts will do 50 percent more 
damage than normal. For the 
bridge, look for the 
section with a lot of 
windows. The rear 
thrusters, of course, 
are the big glowing 
areas in the rear. 
And any capital ship 
that carries fighters 


S 


has a launch bay 
just like the one you 
came from, Fly 
through there and 
do some serious 


damage. 

* Sometimes, when things are 
getting just a little too hot to 
handle, it's best to retreat. 
Nobility aside, there are times 
when it's better to run to safety 
than face insurmountable odds 
and die. Then you aren't much 
good for anything. During a lull 
in the battle or between way- 
points, give your ship some time 
to rebuild its systems. 
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Reunited 
Colonel Blai 
and Maniac art 
back at it 


Morale 


As in Wing Commander III, you 
can affect morale with the conver- 
sation choices you make. Though 
it's not as important here as it was 
in Wing Ш, you still need to think 
carefully before saying something 
discouraging. One of the main 
characters you always want to keep. 
happy is the mechanic, Pliers. He'll 


Enemy carriers are easiest to 
kill from the inside. 


still do his job when he's down, but 
he won't be quite so magnanimous 
if he feels he's being slighted. Also, 
when it comes to your fellow fight- 
ers, Catscratch, Hawk, and 
Panther’s flying abilities are affected 
by low spirits. Everyone else's 
morale stays pretty much the same. 
Just remember: Keep people happy 
and they'll keep you alive. 


BERENECTICIIICIONEU 9] 


ТМ & © 1996 Lucasfilm Ltd. All Rights Reserved. Star Wa 
and related marks are trademarks of Lucasfilm Ltd. Used 
under authorization by Decipher Inc. 


® 8 ©4996 Decipher Inc. Decipher, Customizable 
Game, The Art of Great Games and associated 

marks, logos, packaging, instructions, and intellectual 

property are exclusively owned by Decipher Inc. 

All Rights Reserved. 


Official Player’s Guide 


. 1-888-HINT-BKS 


INFOTAINMENT 
WORLD BOOKS 


If you can't beat 'em—cheat! 


For a guy who nails pedestrians and blows up buildings, you're 
surprisingly impatient. Fortunately, when things get slow, you can 


College CET > 2 Б leap ahead to the next level and keep the action rolling. 


Your warm-up’s over, buddy. t , When launching 
Now get out there and work Ў ай the game, гуре 

"em with these slammin” : 3 er å t RW 985WXM F7 
secrets. Б at the command line. 


і Once the game is run- 
*At the title page, hit up, 7 DUMP CoA ЕЧ ning, hit F7 to skip 
down, left, right, up, down, levels. (If you're in the 
left, right to enable eight middle of a mission, 
hidden fraternity teams. (You'll see an expanded roster under you'll skip to the end 
Team Selects.) of it.) 


*At the Today's Matchup screen: 

(1) Hit left, right, up, up, left, right to boost your dunking power. 

(2) Increase your three-point-shot percentage by hitting shoot, shoot, 
shoot, up, up, up. Fur ut С) 

(3) 7717 Вару ААП ОЧТА АИА Аш... you're just a lonely soul in cyberspace. But you're not going out 
down, shoot, pass, pass. without a fight. While combing mazes and taking corners, use these spe- 
(4) Down, down, down, shoot, shoot, shoot activates Big-Head | — cial codes to arm yourself against enemy viruses. 
Mode (players’ heads grow). 3 


Press Ctrl-Del to bring up the cheat dialogue box, then type one of 
the following: 
TSVSHAH: All weapons 
TSJME: Full health 
TSMOUSE: Go to the 
next level 

TSMCG: Get all keys 
TSTRESOR: Open doors 
locked by a switch or 


“Where am I goin’? 
Where's my Guide-Bot? Yeeeaahhrrggghhhhh!” 

Yup, this one’s а doozy. For a little help, enter these weapon-giving 
cheat codes during game play. 


tripwire 


GODZILLA: Monster mode (your weapons cause maximum 
damage) 

ROCKGRL: Full automap (shows you areas you haven’t 
explored yet) 

ALIFALAFEL: Gives you all powerups 

HELPVISHNU: Resurrects Guide-Bot or gives you a second one 


if the first one is still alive E. To speed through Tsunami Twister, Devil's Hairpin, and Death 
Drop, type the following cheats during game play. 


SUPERMAN: Makes your car invulnerable 
CUPWON: See the end of the championship sequence 
CINEMA: Play in widescreen format 

FORMULA: Access alternate set of cars 
MREPRISE: Access bonus cup (third set of tracks) 


24 EPER MRFROSTY: Icy roads 
During the game, hit NUM LOCK for i Å WARGATE: Cars warp 


invulnerability. 
When loading the game, type TEKD1 
and one of these cheat codes (e.g., TEKD1 NOCHASE): 


NOCHASE: Removes the shooting enemies from the game 
NOENEMIES: Removes everyone but you 

NOGUARD: Removes the guards 

NOSTROLL: Removes the innocent bystanders 


Bascom been chewing you out for 
killing civilians? Baddies keep slaugh- 
tering ya? Time to end the Tek scourge 
once and for all. 


Is a certain game driving you nuts? Can't figure out how to kill 
an enemy, solve a puzzle, or find a key? We can help! Send your 
questions to PC Games, Attn: Strategy & Tactics, 951 Mariner's 
Island Blvd., Suite 700, San Mateo, CA 94404; fax: 415-349- 

7482; e-mail: ccohen@iftw.com. 


Compiled by Corey Coben 
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Be the smartest roach in the bar! 


t begins with a locket, a strange and magical 
bee that transforms you into a creeping, 
crawling cockroach. Eddie’s seedy waterfront bar 
never seemed so huge and treacherous. There’s 
the hungry cat, the undead rat, the life-sucking 
vacuum, the grinding garbage disposal, the sticky 
glue, and you — lonely, lost, and longing to 
regain human form. This exclusive guide has 
everything you need to survive your dangerous 
journey and solve the mysteries of your 21 


existence. It's the ultimate cockroach 


companion. 


Inside you'll find: 
— Complete crawl-through so 
you don't miss a single sight 


2-2. Mojo maps showing every 
screen in every room 


—. An in-depth look at friends 
and foes 


— Puzzle hints and solutions 
— . Tons of conceptual art and photos 


Call today to order 
The pad Mojo 
Official Player’s Guide! 


1-888-HINT-BKS 


© 1996 Infotainment World Inc. Pulse Entertainment, the Pulse Entertainment logo, and Bad Mojo are 
either registered trademarks or trademarks of Pulse Entertainment, Inc. in the United and/or other countries. 


(310) 264-5579 


PHOTOGRAPHS BY WEINBERG & CLARK 


Plug & Play: Sound 


hen Windows 95 made its debut 
splash last August, we heard a lot of 
promises about how the new operat- 
ing system would make computing 
easier. One big advantage of this PC salvation 
was supposed to be Plug & Play (PnP), a com- 
mon hardware specification designed to end 
the days of IRQ-fiddling, hair-pulling, and 
cursing when upgrading PC hardware. 

For gamers, some of the worst hardware 
headaches involve sound cards. Unlike a trou- 
blesome CD-ROM drive installation or an in- 
ternal modem upgrade, sound cards are tem- 
permental. Just getting a new one to work 
doesn’t guarantee a thing; you’ve got to 
keep mucking with settings for each 
new game you want to play. 

The latest generation of PnP sound 
cards is supposed to change all that. The 
idea is that you can pop one of these ba- 
bies into an empty expansion slot, turn on 
your РС, and have Win 95 correctly identify 
it and walk you painlessly through the setup 
process. If, by chance, the software identifies 
a problem, Win 95’s Conflict Troubleshooter 
is supposed to help you identify and fix it. 
Piece of cake. 

That’s the theory. In reality, things don’t al- 
ways run so smoothly. 

PC Games checked out four new Plug & 
Play cards of special interest to gamers: 
Creative Labs’ AWE32PnP and Blaster 32PnP, 
Turtle Beach’s TBS-2000, and Advanced 
Gravis’ UltraSound Plug & Play Pro. We 
tested the cards on a Dell Dimension XPS 
466V with Altec Lansing’s ACS-3 speakers 


Set List 


and ran a variety of DOS and 
Windows 95 games, includ- 
ing Havoc, TriTryst, Ice & 
Fire, Rebel Assault II, and 
Fantasy General. Here’s 
what we found: 


AWES32PnP 

Creative Labs set the 
sound standard with its clas- 
sic Sound Blaster card and then set a 
new standard with the AWE32. Once 
again, Creative leads the 
pack with the 


AWE32PnP. As 
you might guess, this Plug 

& Play model is the same as 
the original AWE32 (which the company is 
phasing out), with the addition of PnP 
capabilities. 

True to its name, the AWE32PnP was in- 
deed Plug & Play, but the 20-minute process 
still wasn't as easy as it could have been. Once 
you fire up Win 95 and the software detects 
the card, it tells you to insert the Win 95 CD. 
so that Win 95 can install the proper drivers. 


Product Details Pro Con Rating 


Creative Labs; 
800-998-5227; $249.99 


Creative Labs; 800- 
998-5227; $169.99 


Turtle Beach; 
800-884-0190; $199 


Advanced Gravis; 
800-257-0061; $200 


Good sound; special 
effects; industry standard 


Competitive price; 
good sound quality 


Best manual and clearest 
instructions 


Expensive 


No special effects 


Buggy installation 


Skimpy docs; 
poor DOS support 
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The card works if 
you follow these instructions, 
but the setup routine and the manual 
don't alert you to the updated drivers that 
Creative ships on a floppy disk. Also, once 
you restart your machine, you must install 
the included sound accessories and applica- 
tions yourself, either from the included flop- 
pies or CD. 

When it comes to sound quality, though, 
the AWE32PnP doesn't disappoint. In both 
DOS and Windows 95 games, you get clear 
wavetable sound, as well as simulated three- 
dimensional sound, thanks to E-mu's 3D 
Positional Audio. Creative sweetens the deal 
with a microphone, MIDI cable, and software 
accessories such as a text-to-speech program, 
voice-recognition software, an audio deck, a 
МАУ file editor, and a MIDI editor. On the 
hardware side, you get an onboard IDE inter- 
face for a CD-ROM drive, a joystick port, and 
upgrade options for the Wave Blaster II daugh- 
ter card and 28.8Kbps DSVD Modem Blaster. 

If you want the best and you can afford the 
$250, this is the one to get. 


Blaster 32PnP 
If cost is an issue, Creative’s Blaster 32PnP 
makes a good second-place choice. Like its 
pricier sibling, it delivers the same easy, 
though not flawless, installation routine and 


many of the same bundled software utilities. 
In fact, Creative even confuses things a bit by 
packaging the same User's Guide and set of 
floppy disks for both sound cards. The com- 
pany says that it was a mistake and that fu- 
ture shipments of the card should have their 
own manual and disks. 

For now, though, this is a problem, since 
the Blaster 32PnP doesnt include 
the AWE32PnP’s special effects, 
which let you add Chorus 
and Reverb to ste- 
reo sound. 


And while 
the AWE32PnP 
lets you create and 
upload your own sound 
samples, the 32PnP requires 
a memory boost to support 
this feature. The Sound 
Blaster 32PnP also lacks the upgrade option for 
the Wave Blaster II, but it does give you the joy- 
stick port, IDE interface, and upgrade option 
for the Modem Blaster. 

Despite the confusion, many gamers will 
willingly go without these extras to pocket the 
approximately $80 in savings. Either way, the 
sound quality is top-notch. 


TBS-2000 
Our third choice is Turtle Beach’s TBS-2000, 
mostly because Plug & Play let us down. We 
first encountered problems when Windows 
95 prompted us to insert the Win 95 CD to 
find drivers. Instead, we used Turtle Beach’s 
floppy disk with updated drivers. The instal- 
lation routine couldn't detect them, so we had 
to manually browse the diskette to point 
Windows 95 to some 20 individual files. 
After this tedious process, Win 95 reported 
that our installation of the TBS-2000 was suc- 
cessful. When the system restarted, we were 


prompted for the rest of the TBS-20005 floppy 
disks to install the included sound utilities—di- 
agnostics software, an audio deck, and mixer. 
To its credit, Turtle Beach has the best manual 
and installation 
routine. Unfortu- 
nately, that didn't 
guarantee the card 
would wor 
While Win 95% 
V Device Manager 
showed that 
|6 the TBS-2000 
‚ was working 
properly, our 
ears told a dif- 
ferent story. Playback volume was 
low and digital audio played back clipped 
and with an unyielding dissonant blare—tell- 
tale signs of an IRQ conflict. We uninstalled the 
card and tried again, but got the same results. 
The manual suggests running the DOS diag- 
nostics to detect a problem, but these told us 
only that the card failed all the tests. A call to 
tech support yielded a friendly, helpful person, 
but after spending more than an hour 
working with us, he was stymied, too. 
You might have better results with 
the TBS-2000, of course. But 
given the card’s buggy installa- 
tion routine and relatively steep 
$200 price tag, we think you’d do better 
with the AWE32PnP or the Blaster 32PnP. 


к 


UltraSound 

Plug & Play Pro 
Installing the TBS-2000 gave us some trouble, 
but the UltraSound Plug & Play actually 
wreaked havoc on our system. We spent sev- 
eral hours undoing the damage its Interwave 
sound driver did each time we attempted to 
install the card. 

We started out with high hopes, as instal- 
lation went smoothly and the included Quick 
Start guide even anticipated an error we en- 
countered. But when we began testing the 
card with Win 95 games, we noticed poor 
sound quality. Å look at the Device Manager 
showed us that the UltraSound emulation 
wasn't working and we were in AdLib mode. 

On the DOS front, Gravis makes you go 
through a separate installation routine from 
the DOS prompt to install the required utili- 
ties. You must run these each time you want 
to play а new game in DOS mode so the card 
will correctly emulate Sound Blaster or an- 
other card. And speaking of emulation, if you 
opt for the standard UltraSound Plug & Play 
(not the Pro version that we tested), the card 
won't even support UltraSound in your DOS 
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Sound PnP Advice 


1. Before you do anything, check the README 
file included on the board's drivers disk. 

2. Make sure you remove the drivers from your 
old sound card before installing the new one. To 
do this, go into Win 95's Device Manager and se- 
lect the sound, video, and game controllers cat- 
egories. Double-click each driver listed (gener- 
ally three or four) to bring up its Properties and 
select the Driver tab to view the drivers it uses. 
Write down the names of these. Then select 
Cancel to return to the main screen and select 
Remove. 

3. Before installing the PnP card, restart your sys- 
tem and verify that the drivers belonging to your 
previous card have been removed by Device 
Manager. To do this, check the WINDOWS\SYS- 
TEM subdirectory for the files you wrote down in 
Step 2. If you still see them listed, delete them so 
they don't conflict with your new sound card's 
drivers. 

4. If you're having problems, before calling tech 
support, check out the company's Web site for 
help: http://www.creaf.com, http://www. gravis. 
com, http://www.tbeach.com. 


games. For that, you need a memory upgrade, 
which is built into the Pro version. 

Running the DOS utilities crashed our com- 
puter so we uninstalled the card and tried 
again. This time, when Windows restarted, the 
Windows Explorer was gone and it took plenty 
of fiddling to launch Windows Task Manager 
and get the Control Panel running. After a lot 
of hardware sleuthing we found that the 
UltraSound hadn't completely uninstalled itself 
and two copies of the Interwave driver were 
causing system problems. To get everything 
running again, we had to delete both drivers by 
hand and then remove references to the 
UltraSound from our SYSTEM.INI. 

On our third try, even starting with a clean 
slate, the Interwave driver again caused the 
Windows Explorer to disappear. At this point, 
we fixed the system again and removed the 
UltraSound card for good. 

Unfortunately, it seems our problems are 
not unique. Visitors to Gravis’ CompuServe 
forum have also lamented difficulties with the 
card. The company doesn't respond on the fo- 
rum and calls to tech support are repeatedly 
met with a busy signal. 

Even if you can successfully install the 
UltraSound Pro on your system, you'll still have 
to cope with unintegrated DOS support. Why 
bother? nu 


Remember, every PC configuration is different, 
- so even with Win 95's Plug & Play standards, you 
may get different results than ours. All we can 


ou're slamming the keys so quick that 
you're in sync with the surround-sound 
machine-gun fire. This is one hot game: 
full-motion, high-res video, incredible 
audio, and best of all, speed, baby, speed! 
You're just come to the minefield when, 
suddenly, you draw a blank. You remember it 
was a totally slick trick that the movie guy 
pulled, but your brain's on overload! How'd 
he get through the mines? After you've been 
blown to bits for the umpteenth time, you 
know you're going to have to check the flick 
to find the trick. So you eject the DVD disc— 
which looks just like a regular CD—from 
your computer and walk over to your wide- 
screen TV. 
Now, you could have just as easily played 
the movie on the computer screen, but why? 
Your set-top DVD player delivers better-than- 
VHS-quality big-screen viewing and digital 
surround sound. 
You do a high- 
speed scan to the 
pertinent scene, 
drop it into slow- 
mo and find the 
smooth move you 
needed. Minutes 
later you're back 
at the keyboard, 
through the mine- 
field, and flirting 
with the frauleins. 
Sound futuris- 
tic? Well, it is—but 
we're talking months, not decades. And while 
copyright concerns may prevent a dual 
movie/game disc from ever being made, the 
technology to do it is coming fast. It’s the next 
step in digital data delivery, the Digital 
Versatile Disc (aka DVD), and PC Games is 
here to tell you what DVD will mean to the 
future of video entertainment and, more im- 
portantly, PC gaming. 


One Format, 
Many Versions 
DVD is a rarity in the introduction of new 
technology: From the get-go, it will be an ap- 
proved and supported standard for games, 


DVD: The Nex 


movies, music, and anything else store 
digital format. Of course, it didn’t start @u 
that way. Independent development to ex- 
pand current CD capacity began as far back 
as 1992: By 1995, two opposing technology 
camps had emerged, each dedicated to ex- 
panding compact discs in its own unique— 
and incompatible—way. 

One was a consortium of several major 
electronics manufacturers and Hollywood 
studios, headed by Too Re 
An entirely different format му po 8 
dished by a Philips/Sony alliance. Eac m 
was desperately trying to convince other 
companies, particularly computer hardware 
makers, that its product was the perfect CD 
successor. 

As of May 1995, neither group had gotten 
endorsements from the major players in 
the computer industry—Apple, Microsoft, 


Look for DVD-ROM drives for 
your PC at the end of the year. 


Compaq, IBM, Hewlett-Packard, etc. These 
heavy hitters simply refused to endorse either 
of the two formats. Instead, they urged the 
two sides to come together and decide on a 
single format. Finally, in September 1995, the 
competing groups saw the light—and DVD 
was born. 

DVD started out as an acronym for Digital 
Video Disc, and that’s essentially what the 
first incarnations will be. But proponents 
quickly realized the vast potential of a storage 
medium that can hold more than 17GB of 
digital data per CD-sized disc, and changed 
the moniker to Digital Versatile Disc. And 
versatile it is. 


18GB for the high-cap: 
ble-sided discs. That trans! 
floppies approximately 134 
idea of what it means in МРЕ 
age, keep reading. 


You'll be able to experience the movie side of 
DVD technology sometime this fall. The first 
DVD players will be VCR-sized set-top play- 
ers designed expressly to play pre-recorded 
videos. Using MPEG-2 digital encoding, a 
typical feature film (135 minutes or less) will 
easily fit on a single-sided, single-layer DVD 
with room to 
spare. Longer fea- 
tures will use the 
dual-layer version 
holding 8.54GB. 
The first DVD 
movie releases 
will likely repli- 
cate the VHS 
viewing experi- 
ence, albeit with a 
much better pic- 
ture. You'll pop 
in the disc, push 
Play, and plop on 
the couch. But it won't be long before DVDs 
go way beyond video cassettes. That's because 
DVD can support such features as multiple 
language tracks, content rating options (do 
you want to watch the R or the PG version?), 
multiple screen-aspect ratios, and maybe even 
multiple endings—all from the same disc. 
DVD players for your TV set—from the 
likes of Sony, Toshiba, Thompson, and 
Panasonic—are scheduled to arrive in stores 
well in advance of this year's holiday shop- 
ping frenzy. They'll cost around. 5500 to 
$700. But an affordable player is less than 
useless if the software is too expensive. So 
will the prices of DVD movies dramatically 
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exceed the price of VHS versions? 

А source at Warner Home Video replies: 
“Not from us! We plan to release our 
DVD products at ‘sell-through’ pricing 
similar to that of VHS 
copies." These currently 
run about $19 to $24 
each, depending upon 
the title. 

As the installed 
base grows (initial es- 
timates predict sales 
of some 7.5 million 
DVD players in the first 
three years), DVD movies 
should eventually appear in 
your favorite rental outlet. 
Just how quickly that hap- 
pens depends on how many people want 
them, and how soon. 

*To make a long story short, we 
are in the business of supporting our 
customers’ needs," affirms Scott 
Barrett, president of domestic video 
at Blockbuster Entertainment. 
“When there is a sufficient demand 
for the product, Blockbuster will 
support it.” 

“Гуе seen DVD, and the quality is 
certainly higher than VHS, in both the 
video and the audio," Barrett continues. 
*And I have no doubt there are a lot of 
other advantages to DVD, such as having 
multiple soundtracks. The questions re- 
mains, How much does the consumer val- 
ues these features? There's also the issue of 
recordability. I personally believe that the 
early adopters will be those in the upper-in- 
come, home-theater category...at least until 
the player price drops to around $300. But 
when the demand is there, Blockbuster will 
certainly carry the product." 

One major advantage of DVD technology 
is that barring mishandling, the discs won't 
suffer from the inevitable wear and tear that 
degrades VHS tapes. There's no reason for a 
movie not to look as good the thousandth 
time it's played as it did the first. And looking 
good is both a major goal and a requirement 
for the platform’s success. 

The MPEG-2 technology that DVD is 
based on is supposed to produce images that 
approach so-called D-1 quality, currently the 
best obtainable in NTSC, the American tele- 
vision format. That should be good enough to 
make even the slickest VHS-based video look 
positively shabby by comparison. And it had 
better be good, if the new format is to make 
any inroads into the entrenched VHS market. 


DVD-ROM 
You'll have to 
wait until the end of the 
year or even 1997 before you can buy a DVD- 
ROM player for your PC—and even longer 
before you have a choice of DVD games. 
*As with all new media, we'll make sure 
we take advantage of it once it becomes in- 
stalled in our customers' homes," says Steve 


Weinstein, vice president of research and de- | 


velopment for Spectrum HoloByte. 

High prices could well be a holdup. Manu- 
facturers are still debating the price of DVD 
drives for computers. 

One factor that may vary the price of the 
DVD-ROM drives is whether the drives 
themselves will carry MPEG-2 hardware 
decoders. Some computers already have 
these decoders built in or on add-in cards, 
but many PCs lack them, and have to rely 
on more inefficient MPEG software if 
they've got enough horsepower. Because 
many drive manufacturers have yet to 
determine whether to uniformly include 
hardware decoders or make multiple drive 
versions (with and without decoders), pric- 
ing is still up in the air. (Toshiba, however, 
says its DVD-ROM drives, scheduled for 
an October release, will cost around $500. 
That's less than the company's set-top play- 
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ers, which are more costly because they in- 
clude the MPEG decoders and the PC play- 
ers don't.) 

But if DVD will have a tough time win- 
ning over movie fans, gamers will see the 
benefits right off the bat. DVD packs the 
data equivalent of more than 26 standard 
CD-ROMs on a single disc, and delivers it 
to your PC at 1,108 kilobytes per second— 
roughly twice as fast as a quad-speed CD- 
ROM player. To top it off, DVD-ROM 
players will be completely compatible with 
current CD and CD-ROM technology, so 
you'll be able to play all of your old 
games on your new drive. 

So what exactly will DVD mean 
for games? “Тһе main advantage 
that I see is that it will enable us to 
put significantly larger amounts of 
audio and video, at significantly 
higher quality, on a single disc," 
says Spectrum's Weinstein. *And 
no longer will [compression tech- 
nology] be a deterrent to having 
top-quality video on our cus- 
tomers’ desktop." 

Despite these selling points, 
though, not all game publishers are lining 
up to jump on the DVD bandwagon. 
*While DVD sounds like a technology 
that will have a substantial impact on both 
the computer biz and a whole range of 
video services, we expect that the installed 
base of users will remain pretty small for 
at least a few years," says Doug Zartman, 
director of public relations at Bungie 
Software, publisher of the top-selling 
Marathon games. 

More importantly, DVD's main advan- 
tages—incredible amounts of storage and 
high-quality video—are significant only if a 
game requires them. The format will be a 
godsend to multidisc titles like The 11th Hour 
and Phantasmagoria, whose full-motion 
video requires tons of memory, but shooters 
such as Quake and Duke Nukem 3D don't 
even come close to filling а standard CD- 
ROM. “We have yet to put any video mater- 
ial into our games,” says Zartman. “We cer- 
tainly may do that sometime in the future, but 
the projects we have planned right now, while 
ambitious and cutting-edge, will not require 
gigabytes of space.” 

There is one sure bet about the new tech- 
nology. If DVD-ROM does establish itself as 
the CD format of choice, it won’t be long be- 
fore game developers begin to whine: “Gee, 
only 18GB. If I just had a little bit more space, 
I could make a really great game!” L| 


Hardware Spotlight — 


VIRTUAL-REALITY HEADACHES 


hen Forte’s VFX1 Headgear Virtual 

Reality System finally arrived, I 
ripped open the box like a child tearing into a 
pile of presents on Christmas morning. I was 
bubbling with anticipation for the ultimate 
PC toy. 

Unfortunately, an hour later, my mood was 
more like a kid whose presents turned out to 
be socks and underwear. The VFX1 was in- 
credibly difficult to configure for the games it 
supports, and once it was set up, it wasn’t that 
impressive. 

The VFX1 headset contains a binary opti- 
cal system designed to work with standard 
VGA games. Once it is properly set up, the 
headset lets you look anywhere you want in a 
game—left, right, up, down—simply by mov- 
ing your head. 

The unit is also fitted with stereo head- 
phones, and Forte even throws in its new 


You look high- 
tech in a VFX1, 
but games are 
too low-res. 


CyberPuck con- 
troller (see review 
in PC Entertain- 
ment, May 1996, 
page 93). The 
CyberPuck, which 
resembles a hockey | 
puck, lets you con- 
trol game movement 
by tilting it forward 
to walk forward, 
backward to walk 
backward, and side to 
side to turn. Its sup- e 
posed to work with the 
optics to make you feel as if 
you're actually inside a game's 
environment. 

Setting up and calibrating the VFX1 requires 
you to install an interface card (in an available 
16-bit expansion slot) and some included soft- 
ware. That part was a snap, taking roughly 15 
minutes. Getting the unit to work with a game, 
however, was another story. 

Ostensibly, some 50 games are VFX1- 
compatible, including such hits as Dark 
Forces, Magic Carpet, and Descent. But un- 

less a game includes native driver support, 
getting it to work can be a bear. Better in- 
structions and documentation would 
have been helpful. 
Even when I finally got the 

VFX1 to work with games like 

Heretic and Magic Carpet, I was 

disappointed. The 739-by-230 

resolution is too low, making it 
hard to see exactly what's going 
on—particularly in flight sims such 
as EF2000, where you have to read 
small numbers and gauges. (Forte is 
working on a new system that supports 
Super VGA.) 
With all the hassles, 
the VFX1 simply isn’t 
worth the almost- 
$900 price. (Forte 

Technologies; 716- 

427-8595; $895) 
—Steve Klett 


Rating: 
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9 Muddy bass makes the 
MLi-370 fine for games but 
not for music. 


GAME HEADPHONES 


lapping the word *games" on a prod- 
uct's marketing flier doesn't necessarily 
make it the perfect game peripheral. 

Take Sony Electronic's new MDR-005EG 
headphones, for example. Sony claims the 
lightweight gray phones were specifically de- 
signed for computer and video games. The 
company bolsters its claim by pointing to the 
Mega Bass enhancement technology and 
9.9-foot cord. But let's face it: Mega Bass 
turns up in lots of Sony headphones, so the 
only real difference here is the long cord, 
which saves you from having to buy an ex- 
tension at the local Radio Shack. 

Other than that, the MDR-005EG phones 
are practically indistinguishable from dozens 
of other models. They sound fine: a little 
muddy in the bottom end, a little thin in the 
mid-range—nothing that would bother you 
when you're busy on the trail of the Ripper. 
At least they're comfortable, and they don't 
cost that much. 

Just keep in mind that you're not really get- 
ting anything special with these. Now, if Sony 
really wanted to build headphones for PC 
games, itd put a volume control on them 
somewhere. (Sony Electronics; 800-222- 
7669; $12.99) —Fredric Paul 
Rating: 


5 


WANTED: MORE BOOM, LESS THUD 


f you want those Duke Nukem pipebombs 

to clink, Doom II explosions to roar, and 
Air Warrior engines to scream in mid-dive, 
MIDI Land's MLi-370 three-way speakers 
may be a pretty good bet. But if you're listen- 
ing to White Zombie and your favorite in- 
strument is the bass, you may want to do a lit- 
tle more speaker-hunting. 

For just under $300, a pair of MLi-370s def- 
initely cranks. The speakers output 55 watts 
with clarity and crispness in the midrange 
and treble; you'll likely hit your top vol- 
ume long before hearing them distort. 
A bit flat in the two-dimensional set- 
ting, they spring to life when you de- 
press the 3-D DSP switch—you’ll never 
turn it off. The 5-inch-by-7-inch footprint 
is a bit bulky for computer speak- 
ers, but they'll make your games 
sound good enough to justify mak- 
ing room on your desktop. 

If you're looking for computer 
speakers that deliver a finer music-lis- 
tening experience, however, muddy, unde- 
fined bass response keeps the MLi-370s from 
coming through. You can correct that with a 
subwoofer for an extra $239, but now you're 
talking more than $500! You can do a lot bet- 


àa 


ter for a lot less. (MIDI Land; 909-592-1168; 
$295) —Donald St. John 
Rating: 


sion called—appropriately enough—the Pro 
Throttle. 

The new stick looks and feels the same as 
the CH Throttle, but offers four buttons and 
four four-way hat switches. In short, it puts 
20 programmable functions in the palm of 
your hand. (The original CH Throttle has six 
buttons, one two-way hat switch, and one 
four-way hat switch.) 

Sound like complicated overkill? Don't 
worry—the Pro Throttle is as easy to program 
for your favorite game as its less-sophisticated 
sibling. The graphical, mouse-driven software 
that comes with the Pro makes configuring it as 
simple as pushing the button you want to pro- 
gram and clicking on its corresponding key- 
board function. CH Products also supplies pre- 
made programs for many popular games, 


including U.S. Navy 
4 Fighters, EF2000, Apache, and 


Falcon 3.0. Better still, using the 
Pro Throttle also lets you pro- 
gram otherwise nonprogramma- 
ble CH Products joysticks. 

Of course, the Pro Throttle lists at 
almost $200. But if you look around, 
you'll probably be able to find it for less. 
Mail-order firm Computer Express, for 
example, has it for an amazing $119. (CH 
Products; 619-598-2518; $189) 

—Steve Klett 


FOR HARD-CORE SIM PILOTS ONLY 


hen it comes to buttons and switches 
on flight-sim controllers, more is def- 
initely better. So hard-core, over-the-top 
flight-sim pilots who aren't satisfied with CH 
Products’ CH Throttle may want to 
check out the new high-end ver- 


>| Pro Throttle 
delivers 20 
programma- 


ble functions. Rating: 


Gaming Hardware Hall of Fame 


Category 


Nokia Valugraph 447L 


Toshiba TXM3501E1 


AWE32 


SoundWorks 


Joystick 
Gamepad 
Modem 
Graphics card 
Key add-on 


F-16 Combatstick 
Supra 28.8 


Diamond Stealth 64 


MultiSpin 4x4 


Packard Bell; 800-733-5858; $3,299 
Nokia; 800-296-6542; $699 
Toshiba; 714-457-0777; price not available 


Creative Labs; 800-998-5227; $24.95 


Cambridge SoundWorks; 800-367-4434; $219 


CH Products; 619-598-2518; $69.95 
Advanced Gravis; 800-663-8558; $99.95 


Supra; 800-727-8772; $219 internal, $299 
external 


Diamond Multimedia; 800-468-5846; $229 


NEC; 800-632-4636; $279 
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Shifting into OverDrive 


1 sown a Pentium 60 thats Pentium 
OverDrive-upgradable. The problem is, no 
one that I've seen makes OverDrive chips 
for Pentiums yet. If | want to upgrade, can | 
just buy a faster Pentium chip and change 
the required jumper setting on my mother- 
board and expect it to work? 

Michael Zetzsche 

mzetch @earthlink.net 


Unfortunately, because the Pentium 60 is a 
5-volt processor and the faster Pentium 
chips (75MHz and up) run on 3.3 volts, 
you can't just swap in a faster chip. 
But don't despair: Pentium Over- 
Drive chips designed to run in 

your machine are now becoming 
available. 2 

Specifically you can upgrade 
your Pentium 60 processor to a 
respectable 120MHz. Similarly, 66MHz 
Pentiums can become 133MHz proces- 
sors and 75MHz systems can be boosted 
to 125MHz. By next May, owners of 
100MHz Pentiums will be able to buy a 
166MHz OverDrive chip. Eventually, 
Intel plans to provide OverDrives 
for its 150MHz and 166MHz 
chips as well. 

When you upgrade to a 
Pentium OverDrive, you're getting 
more than just a faster processor. Besides simply 
speeding up your games, the OverDrive upgrade 
chips include voltage filtering and an on-the-chip 
fan that ensures the processor doesnt get too 
hot. Тһе 120/133-MHz Pentium OverDrives also 
have a built-in voltage regulator for upgrading the 
5-volt 60- and 66-MHz Pentium processors to a 
3.3-volt Pentium OverDrive processor. 

The list price for the 120/133-MHz OverDrive 
chip is $399; you can get it directly from Intel at 
800-538-3373. (For more on what it's like to install 
an OverDrive chip, see “Stuck in OverDrive? PC 
Entertainment, November 1995, page 54.) 


No Win 95 Pro 
I have a Pentium 90, 16MB of system mem- 
ory, a double-speed CD-ROM drive, and a 


3 Pro Audio Spectrum 16 sound сага. Before I 


upgraded to Windows 95, my computer 
could run any game that supported my 
sound card or a Sound Blaster card. Back 
then, my AUTOEXEC BAT file included a line 
that read “A220 D1 17 TS." Under Windows 
95, it now reads 
"A388 07 112 ТЗ" 
Because of 
these new set- 
tings, my older 
DOS games 
no longer 


give me digital sound, and | cant get my 
sound card to perform in any Sound 
Blaster-compatible modes. Have you come 
upon this problem with the Pro Audio 
Spectrum 16 sound card and Windows 95? 
Anthony W. Drake, Sr. 

Brooklyn, NY 


Ah, how quickly computer equipment becomes 
dated. 

The Pro Audio Spectrum 16 (PAS -16) sound 
card, made by Media Vision, was produced and 
sold before the era of Windows 95. Because of its 
vintage, it doesn't integrate smoothly with the new 
Windows operating system, as you and quite a few 
others can testify. Unfortunately, Media Vision no 
longer sells sound cards in the retail market, and 
is offering only limited Win 95 tech support. 
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By Patrick Marshall 


Speeding up a Pentium, 
Win 95 on old sound 
cards, and TVs vs. 
computer monitors. 


That doesn't mean your situation is hope- 
less. Here are a couple of things to try. First, go 
to the DOS prompt and change to the PROAU- 
DIO subdirectory, or whatever directory holds 
the PAS-16 utilities. Enter the command 
"PROAS d:3 q:10 6:1,220,1,7 m:0 j:1” This will 
initialize the sound card, and should allow you 
to set it up properly under Windows 95. To com- 
plete the process, go back to Windows 95 and 
use the Install New Hardware wizard to set up 
the sound card. 

To re-establish Sound Blaster emulation, 
find the Sound Card Properties dialogue box un- 

der the Device Manager and change the se- 
lected configuration to "Basic Con- 
figuration 1" Next, go to the Control 
Panel and select the Multimedia util- 
ity. Choose the Advanced Tab, then 
Audio Devices, and call up the 
Properties dialogue box. Finally, dis- 
able the audio functions. 

These fixes take care of the prob- 
lems most frequently encountered by 
Pro Audio Spectrum owners. If they 
dont help you, you'll want to down- 

load a file of frequently asked questions 
(FAQs) on using the Pro Audio Spectrum 16 with 
Windows 95. You can get WIN95FAQ.EXE from 
Media Visions' bulletin board (510-770-0527), 
Web site (http://www.mediavis.com), or Com- 
puServe forum (GO MEDIA VISION). 
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TV vs. Monitor 

I.know уой пееа special equipment to 
play computer games on a television set 
or watch TV broadcasts on a computer. 
How come? And just what is the differ- 
ence between a TV set and a computer 
monitor? 

Bruce Smith 

Chicago, IL 


A good computer display is to a standard tele- 
vision what a new Mercedes is to an old Volks- 
wagen bug: They both do the same job, but one 
does it much better than the other. Computer 
displays and televisions are almost identical in 
function and general design, but both the com- 
puter monitor and the Mercedes are higher- 


performance models. 
continued on page 108 


AFTERLIFE OFFIGIAL PLAYER’S GUIDE 


How Do You Imagine quar A 
- Å ) ( 9) collect your Eternal Reward — 
& * Å 


anything is possible in this 
exciting new sim from 
LucasArts. As Demiurge, your 
J goal is to set up and manage a 
successful and profitable after- 
life. And if you think it sounds 
easy, just think who you'll be 
reporting to... 


With more than 250 pages of 
hints, cheats, and strategies in 
the Afterlife Official Player's 
Guide you'll learn the heavenly 

4 secrets and devilish tricks neces- 
xz». Sary to master this unique and 
engaging sim. 


Inside you'll find: 


е Exclusive hints, strategies, and 
cheats to master the game 


* Thorough description of 
EEE simulation strategies 


е Complete inventory of buildings 


е Å look at the LucasArts techno- 
magicians behind the game 


CALL TODAY TO ORDER 


Afterlife 


q Official Player's Guide 
A — 1-888-HINT-BKS 


Advertisement 


TECH SHOP continued from page 106 


The underlying technology behind computer 
monitors and televisions is the same: Three 
electron guns in the back of a unit's cathode ray 
tube (CRT) fire streams of electrons into the 
back of the display panel, which sets off the red, 
green, and blue phosphors in the panel. 

Most monitors' electron guns scan the dis- 
play from top to bottom in a series of horizontal 
lines, painting the entire screen 30 times a sec- 
ond. In the case of a standard television, how- 
ever, only every other line of the screen is 
"painted" in each pass. That's called an "inter- 
laced" display. Your eye doesn't notice because 
you generally sit a ways back from the TV 
Screen and the video images are constantly in 
motion. With computer displays, however, you 
Sit very close and often look at static images. 


Under such circumstances, interlaced displays | 


result in an annoying flicker. That's why com- 
puter displays have "vertical scanning frequen- 
cies" that are more than twice as high as those 
of standard televisions. Thirty times a second, 
the electron guns in your color computer moni- 
tor repaint each and every line in the display. 
Super VGA computer monitors are also ca- 
pable of higher resolutions than most televi- 
sions. While a standard television displays 525 
lines of data no matter how large its screen is, 


vices on informa 
puter publ 


puterworld, GamePro, Mundo IBM, Mur 
Ediworld, Macworld Bulg 


ЖЕА$ Comp 
три Edicion, Compu Мапа Computacion/ Punto 
Computerworld Mexico, MacWorld, Mundo Unix, PC World, Windows; THE МЕТЕ 
LANDS Computer Total LAN Magazine, Lotus Wold 


Electronics Intemational; Chir 
Product World; IDG SHENZH 
Computerworld, PC 


Datangeroren, Май Data, Windows Word: SWIZERLANI 
Macworld Schweiz, PC & Workstation, PC Katalog; TAIWAN'S 
yid Taiwan, Global Computer Express, PC World Taiwan; THAILAND'S 

'S Computerworld Monitor, Macworld С 


Thai Comput 


World Turkye; 


most Super VGA monitors can display 768 lines 
or higher. (When you see specifications on 
monitors and video cards telling you what res- 
olutions the equipment supports, those specifi- 
cations indicate the numbers of vertical and 
horizontal lines that can be displayed. Thus, a 
video card that can display a resolution of 
1024-by-768 can show 1024 vertical lines and 
768 horizontal lines of pixels on your computer 
monitor.) 

Software can handle the differences in reso- 
lution, but televisions and computer monitors 
display data at different frequencies. That's why 
you have to install special cards and boxes to 
display your computer games on a TV and to 
watch TV on your PC. (For details on how to 
hook up your computer to your TV set, see 
"Plain TV? Play TV!” Electronic Entertainment, | 
September 1995, page 80.) W | 


Visit your local 


E ent Video Toaster World; VENEZUELAS 
mputerworld Venezuela, MicroComputerworid Venezuela, VIETNAM'S РС World 
Vietnam, 


software retailer 


to learn how 
you can bea 


guest alien on 


COMPUTER 


mi чө 


GA/ VIES? 


Do you long to spend your days living, 
breathing, and playing PC games? Can you 
write clearly and interestingly about your pas- 
sion? Are you a dedicated, hard-working, 
self-starting gamer dying to work for PC 
Games? 


DEEP SAGE NINE 


That's good, because PC Games is looking 
for a few good writers and editors. If you're 
interested, rush us a résumé and a cover letter 
telling us why you're the best person for the 


Fax, mail, or e-mail your queries to the 


SOS. staff at: job. If you think you can handle 
PC Games it, and you can prove it, we 
1 5 T hear from you. 
951 Mariners Island Blvd, Suite 700 SEES ee 
San Mateo, CA 94404. E-mail: pegames@iftw.com 
STAR TREK™ & ©1996 Paramount Pictures. All Rights * Fax: 415-849-7482 Fe 15-349-7482 


Reserved. STAR TREK and Related Properties are 
Trademarks of Paramount Pictures. ©1996 Simon & Schuster 
Interactive, a division of Simon & Schuster, Inc. 


Snail Mail: PC Games, 

951 Mariner’s Island Bivd., 
Suite 700, San Mateo, CA 94404 
No phone calls, please. 


* CompuServe; 73361,263 
+ America Online: SOSpcgames 
* Internet: sos@iftw.com 
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90 MINUTES 
OF NEW, 
ORIGINAL 
STAR TREK™ 
FOOTAGE! 4 
A3-CD ROM Set 


: INTRODUCING RADICAL NEW FULL MOTION EDGE-TO-EDGE VIDEO 


' “ЛҮ NES NNER WILLIAM T. RIKER” еи авот TREK: THE NEXT GENERATION” 
ROBERT O'REILLY AAN mo M NEXT GENERATION "DEEP SPACE 9" 


b, Runs under 
E "0. LEARN OR DIE 
WINDOWS" 3.1 ; 


STAR TREK™ & ©1996 Paramount Pictures. All Rights Reserved. STAR TREK and Related Properties are Trademarks of Paramount Pictures. ©1996 Simon & Schuster Interactive, a division of Simon & Schuster, Inc. 


Have you ever tried to meet your game’s 


maximum system 


requirement? 


I do it everyday. 


“Іп terms of raw performance, the Mach V easily bested the other systems in our 
roundup. This is definitely a system designed with game players in mind." That's 
what Computer Gaming World said about my Mach V 133 Gaming PC. Now I'm ship- 
ping the Mach V 166 MHz system for the same price. 


The Mach V basic system, for $2,995: 


* Intel Pentium® 166 MHz Processor - 100% compatible 
with all PC software 

* Falcon dual voltage PCI bus motherboard - accepts 
75-200 MHz CPUs 

* 256K of 8ns synchronous burst cache - expandable 
to 512 K 

64 bit PCI graphics accelerator with 1 meg 

* 1080 meg 10ms Mode 4 Enhanced IDE hard drive 

* 8 meg of 60ns EDO RAM expandable to 128 

* 140 ms 8 speed caddyless CD-ROM drive 

* Creative Labs Soundblaster 16™ & shielded 
multimedia speakers 

* CH Products Flightstick PRO™ & high-speed dual 
gameports 

* 14” SVGA non-interlaced monitor, .28dp, full-screen 
display 

* Microsoft Mouse™ 

* 104 key Windows 95™ ready keyboard with wrist rest 

* Windows 95™ on CD 


Microsoft Direct X drivers for serious Windows 95™ 
gaming included 

* One year parts & labor warranty including one year 
on-site service 

* 16550 UARTS, customized BIOS’, temperature 
sensitive fans, and many other unique features 


All of our systems are custom built 
by gamers for gamers 
Trademarks are the property of their respective owners. Optional equipment pictured. 


THE HIGH END IS WITHIN REACH 


Kelt Reeves 
President and Chief Test Pilot 


1-800-258-6778 


http://www.falcon-nw.com 


FALCON NORTHWEST > il 


COMPUTER SYSTEMS 


© R&G GAMES Б 


PO BOX 5008 Glendale Hts, IL 60139 
We Buy å Sell New å Used IBM Games a Hintbooks о olla paid for newer games. 
Check or 10% more for credit usually processed in just 1 days. 

Our Used games have boxes disks à manuals. Many more in stock call for prices: 
Absolute Zero CD $30 Gabriel Knight 2 $33 Rebel Assault CD $24 
Aces of the Deep $20 Great Naval Batles2 $20 Rebel Assault 2 CD $34 
Aces of the Pacific $15 _ Great Naval Balles3 — 5297 Return to Zork CD $20 
Aegis CD 522  Hardball 3 $12  Sam& Max CD $19 
Al Quadim Genies $17 Hardball 4 CD $20 Savage Warrior CD $30 
Ascendancy CD 533 Hardball 5 CD $30 ^ Seal Team $14 
Battle Beast CD $22 Hexen CD $30 Shivers CD $30 
Blown Away $23 The Hive CD $37 Sim City $16 
Bureau 13 CD $17 _ Links 386 Pro 915 Spacebucks CD $36 
Caesar 2 CD $32 — Lost Eden CDs $24 Space Quest 5 $17 
Comnd&Conquer $36 MS Flight Sim 5.0 $23 Space Quest 6 CD $32 
Corridor 7 $13 — MS Space Sim $25 Star Trail CD 


WORLDWIDE B:BS 


MAKE THE CONNECTION! 


OVER 100,000 GIF, SHAREWARE, WINDOWS/DOS'FILE 
PDATED DAILY! UNDTMITED DOWNLOAD. 
NO SUBSCRIPTION REQUIRED! USE YOUR MØDEMTO DIAL! 
and now...LIVEVADEO GIRTS! CALL NOW! 


014-3037631-1041 


INTERNATIONAL LONØØDISTØNGE R 8 APPLY. 184 


Crusader No Rem $36 — Magic Carpet CD $21 “StarTrek Final Unity å 
Dark Forces CD $28 Magic Carpet 2 CD $33 


Steel Panthers CD 
Dark Legions $15 Mechwarrior 2 CD $34 Stonekeep CD 

Dark Sun Sha Lnd $15 Mission Critical CD $26 System Shock 

Dark Sun Wk Rav $23 Nascar Racing CD $34  TFXCD 

Descent СО $22 МВА Live 95 CD $28 Tank Comnder CD 
The Dig СО $33  NHL Hockey 95 CD $28 Terminator Rampge 
Disciples of Steel $17 Panzer General CD $28 Tie Fighter 

Dracula Unleashd $24 РВА Bowling CD $24 Transport Tycoon — 
Dragon Lore CD 524 Phantasmagoria CD $36 Under Kill Moon CD 
EF2000 CD $37 Pizza Tycoon CD $26 US Navy Fightr СО 
Earthsiege СО $30 Police Quest 4 CD $29 Voyuer СО 


Let us know your change — . Fade to BlackCD 539 Police Quest5CD 596 Warcraft CD 
of address (subscribers only). \ EU MR нт СЫ 
1 | Frt Pg Sp Ftbl 95 $25 Ravenloft Strahd Ps $20 Wing Comr 3 СО 
OR WRITE TO: 1 I FullThrottleCD 829 RavenloftStonePht 825 Хәтт 
Games / Сай @ 1-800-525-GAME 9am-9pm Mori-Sat Central Time 

р 0 Box 59710 \ / 7 Free UPS Shipping with purchase of $75 or more ШҮ UPS $5, Overnight $9 COD $10 

Va x 5 få | "Vi 2 Visa. MC. Discover. Cashier Check, Money Order accepted 
Boulder, CO 80822-9710 ee All games must have ongnal bores disks & manuals (NO COPIES) in good condition, working, complete 8 vrus free. Any 


unacceptable games wil be retumed at your expense $5 ups per box. Prices Subject to change & Availability 


1-800-668-4575 


This Is What The Experts Say About 


PRIVATE 


LIVE, HOT GIRLS That You Can 
SEE, HEAR And SPEAK To. 


“ЖЖ Ж ЖЖ Pick For 96” ли 
“90% Sexual Appetite, 95% Fun Factor" 1: 
“ЖЖ Ж Ж There's No Stopping The Fun!” - Avn m: 


PLEASURE PARK 2 


is disk delivers hot interactive acti 


ЖЖЖЖ d 


Do it: One on One, 
Two on One. 
Too Shy? Voyeur Room to Room 


FREE iView Software 
Access our girls Two ways: 


Via Modem: 1-954-984-1001 must be 18 years or older. 


“93% OVERALL RATING...Clearly this disk is one of the hottest CDs ever to hit the adult market" - : 


PRIVATE PORNMANIA 


“This two-disk set offers some of the best arcade action ever seen іп an adult CD-Rom.” 


“Best-Selling Erotic PC Game In Europe For Two Years Running” 


CD-ROM MAGAZINE 1 


“98% Sexual Appetite...among the most erotically satisfying CDs 


we've seen come down the pike! 


ЖЖЖЖ 
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Name Our GAMES 


Win! 


he editors of PC Games want to know what you think. We want your 
opinions on our new name, our new look, and our new content. In fact, 
we want to know everything about you, but we'll settle for a few nosy 
marketing questions. And what we really want to know is what we 


should name our CD-ROM. 


We publish a disc with every issue of PC Games (if you don't get it with your 
subscription, turn to page 3), and it needs a name of its own. If we choose your 
suggestion, you'll win a free subscription to PC Games, complete with disc, 
plus a brand-new PC game. And just for trying, three lucky winners chosen at 


random will receive a new game, too. 
So get creative and give it a shot! 


My suggestion for the PC Games CD-ROM: 


What do you think of our new A to F game-rating system? 
А. love it 
‘About average 
C. Fails the test 


What do you think of our new look? 
A. A high-tech Mona Lisa 
B. I don't care about graphics; I’m interested іп game play 
C. Ugly as sin 
Any suggestions: 


How many computer games does your household buy during an 
average month: 


None 
тсе 
2 

3 or more 


How much does your household spend on computer games in 
an average month: 

$25 or less 

$26-39 

$40 or more 


You've been playing computer games... 
For 1 to 3 years 
For 4 to 6 years 


For 7 or more years X 


How many hours per week do 
you and other members of your 
household spend playing computer 
games? A 

You 15- 15 


Other Household Members 


АЙ your favorite part of the magazine? [ деле» 
IGWLS 


What's your least favorite part of the magazine? _ 


Comments: 


Name 
Address TE а 
City JG State, Zip 
Phone Number! — 
E-mail address 

Age Gender 


To qualify, be 
sure to return your 


Fax: 415-349-7482 

Mail: PC Games Survey 

Р.О. Box 5808 

San Mateo, CA 94402 
E-mail: PCGsurvey@iftw.com 


suggestion by 
June 23, 1996 


June 1996 • PC GAMES 


А breakthrough in sound so real, 
your PC will have its own groupies. 


The crowd keeps growing 
until they have your house surrounded. 
Then the chanting begins. "A-W-E...A-W-E...A-W-E." 

It seems that Sound Blaster" AWE 32" PnP is the first 
sound card to develop its own cult following. Thats 
because it makes every other sound card seem like a blast 


The AWE 32 | 
puts professional pe, 


fom һе ра: Sound Blaster ВШЕЗЕ PnP. Hear What You've Been Missing 20985274, in case 
| Ош Sume em ume : l 


Wa 
Synthesis Synthesizer Instrument Sounds 


from E-mu 


sound technology , e т ra ж 


128 Real 3D Positional 
Audio 


Systems, the professional audio experts, 
inside your PC. It delivers the mind-bending 
realism of wave-table synthesis-which uses 
actual recordings of real sound effects and 
musical instruments. And it plays up to 32 
notes simultaneously, adding new detail 
and richness to your favorite games 
and software. 

AWE 32 is the first sound card 
that supports 3D Positional Audio” so you can 
hear those dueling guitars coming at you from 
different places in the room. It also features 
Creative's 3D Stereo Enhancement Technology; 


which makes your whole 
system sound richer and 
Our apologies to the neighbors.) 

Our downloadable SoundFont’ technology lets you 
add new sounds and instruments to your card. Add up to 
28 MB of memory to create your own audio library. We 


even included a microphone and software for recording 
арр music and sound effects. And, of course, ће AWE 32 


>” is fully Plug and Play and works with Windows’ 95, 
Windows 3.1 and DOS. So installation is a 4 i 


no brainer, — Check out our new line of g - 

Sound Blaster® Speakers, sold B 

Want tO separately at your local dealer jee. 
complete your multimedia ор ~ I" 
dream system? Pick up the new ИР 705 


Blaster CD" 8х CD-ROM and Sound Blaster Speakers too, 
at your nearest Creative Labs dealer. But take along your 


the groupies 


get carried 


away. 
Www.creativelahs.com 


CREATIVE LABS, INC. 


3D Positional 


Made with love Бу; 


<ELRUMAG- 


Our доа! iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping шїп апу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


